
REACTOR 


PLUS: 

LATEST 
PROGRAM 
REVIEWS 
and much more 


GET TO GRIPS 
WITH DATA HANDLING 








TWO REHASES 


Written by: Martin Buller 


Written by: 








THINGS 

Written by: Neil Mottershead, 

Simon Brottel and 
Martin Horsley 

Selected titles available from:- 


INVASION OF THE 
BODY SNATCHAS 

Written by: Simon Brottel 
and Neil Mottershead 
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HMV 

WOOLWORTH 

other large department stores and oil good major 
software retailers. Alternatively, send the coupon to:- 


From the creators of 'Halls of the Things,' 'Invasion of the body snatchas,' 
and many other software classics come these exciting new gomes. 

Games to tax your judgement and puzzle and frustrate you for months on end. 

Don't forget our other titles, which have attracted enthusiastic reviews like 
"Spectacular, one of the best games I've seen"... POPULAR COMPUTING WEEKLY and 
"Excellent, dangerously addictive, could change the Spectrum games scene overnight"... SINCLAIR USER. 


ZEUS 

64 

ASSEMBLER 


All titles for 


4SK Spectrum 


unless 


otherwise 


stated 


THE DUNGEON 
MASTER 

Written by: Marlin Horsley Written by: Grohom Stafford 

PROGRAMMERS ! WRITTEN ANY SOFTWARE THAT COMES UP 
TO OUR STANDARDS ? IF SO SEND IT TO US FOR EVALUATION. 
WE OFFER GENEROUS ROYALTIES. 


Please supply: INVASION OF THE BODY SNATCHAS U £6.50 

HALLS OF THE THINGS [j £7.50 THE DUNGEON MASTER | £7.50 
IT'S THE WOOLUF [ £6.50 ROMMELS REVENGE £6.50 

TUBEWAYARMY £7.50 ZEUS 64 £9.95 

CATALOGUE OF LATEST SOFTWARE 



NAME _ 
ADDRESS 


CRYSTAL COMPUTING, 2 ASHTON WAY, 

EAST HERRINGTON, SUNDERLAND SR3 3RX. 

TRADE ENQUIRIES WELCOME:- Tel: 061-205 6603. 

CRYSTAL COMPUTING IS THE TRADING NAME OF CHANDREX LTD. 

The name Crvsfd n used under Ik: eme 


I enclose cheaue/p.o. for ... 

P & P included. Overseas orders, please add £1.50 per item. 
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Instructions for graphics characters are printed in lower-case letters in our listings. They are enclosed by brackets and separated by colons to distinguish 
them and the brackets and colons should not be entered. 

Inverse characters are represented by the letter “i” and graphics characters by “g”. Thus an inverse W would be represented by “iw”, a graphics W by 
“gw”, and an inverse graphics W by “igw”. 

Spaces arc represented by “sp” and inverse spaces by "isp”. Whenever any character is to be used more than once, the number of times it is to be used is 
shown before it, together with a multiplication sign. Thus “6*isp” means six inverse spaces and “(g4:4*i4:g3)” would be entered as a graphic four, followed 
by an inverse four repeated four times, followed by a graphics three. 

Where whole words are to be written in inverse letters they appear in the listings as lower-case letters. Letters to be entered in graphics mode on the 
Spectrum are underlined. 

Inverse characters may be entered on the ZX-81 by changing to graphics mode and then typing the appropriate characters and on the Spectrum by 
changing to inverse video and typing the appropriate letters. Graphics characters may be entered on the ZX-81 by changing to graphics mode and then 
pressing symbol shift while the appropriate characters are entered. On the Spectrum graphics characters may be obtained by changing to graphics mode and 
then pressing the appropriate character. User-defined graphics will appear as normal letters until the program has been RUN. 
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Attention all you pixel-packers, 
midnight hackers and binary-bustin’ bozos! Gorfs gift 
to gamesville has just hit the streets.Big K’s the name and Big K’s the game - 
it’s a new magazine that’s going to be music to your micros. Whatever Big K 
gets in its sights - technical, tactical or just plain old topical, don’t expect 
anything typical. Big K plays it different and says it different. We’re not 
afraid to shoot from the hip - and we’re always hip when we shoot! We’ve a 
no-holds-barred approach to arcade strategy and adventure that’ll have your 
CRT’s tingling. Key in to Big K now for a magazine that puts news, reviews, 
programs and hardware under your fingertips. After your first byte of 
Big K... the game will never be the same. 

THIS ISSUE: Modem living - 










T HE OBJECT of The Clown is 
to answer 20 questions on either 
addition or subtraction correct¬ 
ly. If you choose to answer subtraction 
questions, a correct answer will result in 
a tick being drawn on the screen. 
Alternatively you can answer questions 
on addition, in which case a correct 
answer will result in a smiling clown, 
whereas an incorrect one will result in a 
gloomy clown. 

The Clown was written for the 16K 
ZX-81 by David Read of Ashby-de-la 
Zouch, Leics. 


THE 

CLOWN 


9,0;h $ 

NKEY $ 

" THEN GOTO 70 
" THEN GOTO 322 


CNT RT 1,25; "KEY IN " 
4SUER";RT 3,25;"RPTER 
>UM",RT 5,25;"ftPPERRS 
CNT RT 9,20;"■ t 

■■ i ■"; RT 11.20 
iMflT 13,23, ■ RT i* , 

36 PRINT RT 16,20; ___ 
90 LET C=0 
95 LET 5*0 
97 LET C*C+1 
100 LET R=INT iRND*50) 

105 LET B = INT (RND*50) 

107 IP R +B =0 THEN GOTO 100 
110 PRINT RT C,1;fi;"+";B;"= 
115 INPUT D 

117 IP D =0 THEN GOTO 35 
120 PRINT RT C,7;D 
130 IF D=fl+B THEN GOTO 200 
135 IF DOR + B THEN GOTO 300 
200 PRINT RT 16,20;" 

205 PRINT RT 16,20:\ , 

17,20;" % / ";RT 18,20; 

/ ";6t 19,20;" " 

210 LET S = S +1 

215 IP 0*21 THEN GOTO 225 

220 GOTO 97 

225 CLS 

230 PRINT "YOU GOT "j6:" OU 
20 " 

235 IP S =0 THEN PRINT RT 2, 
RY WELL DONE" 

24-0 IF 3*15 THEN PRINT RT 2 
0OD" 

245 IF 3=10 THEN PRINT "HRL 
HT,NOT BRD" 

250 PRU3E 30 

255 GOTO 35 

300 PRINT RT 16,20;" 

305 PRINT RT 16,20;" _ 

17,20.’" f V "; RT 18720; 

3lS P^INT 1 RT 2 C'lS;"RNSU^R*" 
315 IP 0=21 THEN GOTO 225 
320 GOTO 97 

322 CLS 

323 LET 0=0 

324 LET S=0 

325 LET R=INT CRND*50) 
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ABF 


MAIL ORDER 


AGF Joystick Interface II 
for Spectrum or ZX81 


er 100 games or utility program* wi 
>n or cursor key corn 
unbeatable at this new low price. 

Still incorporating tl 

the came time i t Ram Pack*. Printer*. Speech Unit* etc. 
and ol courie the key replication principle used guarantees 
this will never conllict electrically with any other addons 


Ail AGF Joystick interfaces will work with any i 
standard joysticks using 9 pm '0‘ plugs including 
Shot II and the new Trackball cc 


Joysticks a95 


The choice is yours. The standard QuickShot is et 


le industry standard 9 pin ‘O' plug 


streem ol she its where normally a button stress ts required lor each 
one. is located m the base lor easy access in use. 

Cord length and termination is as the standard OuickShot controller. 



QuickShot II 


QuickShot 



discount off our Programmable 
Interface-valid 1 year on orders over £18 


free m/c arcade gome 


with 1 st lOO orders 
Spectrum only 


post free both ways 


i receipt ol your order although we normally despatch Iror 
> are guaranteed lor 12 months and are supplied on a 14 day 
r. Bogriv Hrij.i S.,w. Tele-.ii.one IQ243I 823337 


FROM MR/MRS/MISS 


ENCLOSE A CHEOUEi'PQSTAL QRQER PAYABLE TO AGF HAROWABE FOR t 


SEND (NO STAMP NEEOEDI TO AGF HARDWARE. DEPT 


FREEPOST BOGNOR REGIS. WEST SUSSEX, P022 9BR 


SR 


AGF JOYSTICK INTERFACE II 


OUICKSHOT JOYSTICK 


OUICKSHOT II JOYSTICK 


DISCOUNT VOUCHER IF ORDER EXCEE0SCI8 


2X81 ^ ZX SPECTRUM O 


FINAL TOTAL 
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R EACTOR centres on the player 
who is trapped in a nuclear 
power station. You have to 
move round the power station in an 
attempt to find three numbers which 
make up a code which allows entrance 
to the control room. Once in the control 
room you can choose one of two switch¬ 
es. One of those switches will close 
down the reactor, whereas the other will 
self-destruct. A reducing water level 
acts as a time limit, so if you run out of 
water the game ends. 

The code you have to find is random, 
as are the two control room switches. 
To aid the search a map of the maze is 
displayed at the start of the game but 
the map, which can be recalled at any 
point during the game, will appear only 
for a second at any time. 

Reactor was written for the 16K 
ZX-81 by Eliot Groves, aged 14, of 
Huyton, Merseyside. He has owned his 
ZX-81 for two years and the program 
took him approximately four hours to 
write. 

It is good to see that people are still 
producing good-quality programs for 
the ZX-81. What is more, this one is 
written entirely in Basic and Spectrum 
owners could do worse than use the 
listing, since very little conversion is 
needed. 

The game is centred on a nuclear 
reactor and you, the player, have 
pressed the self-destruct button acciden¬ 
tally. To prevent the disaster of a melt¬ 
down, you have to search the maze of 
corridors for three separate digits of 
code which will enable you to enter the 
control room. 

Once you have entered the room, you 
have three attempts to re-arrange the 
code; if successful, you can enter the 
reactor where you have to flip a 
switch—but which way? 

The program employs good use of 
the chunky ZX-81 graphics. When the 
program is loaded and run, you are 
confronted with ‘windows’ showing an 
enlarged section of the maze—with you 
in the centre—the reactor, code status 
and control room door. 

You have four controls to move about 
the game, U — up, D — down, L — left 
and R right. If you need help you can 
enter ‘HELP’ and a map showing 
where you are as well as the codes will 
be displayed briefly. 

When wandering round, keep an eye 
on the reactor which is melting; also 
watch for the radioactive wall. 

Lines 9000-9130 display the intro¬ 
duction page and the controls. There is 
a small delay which is not produced by a 
pause statement but by the maze being 
set up in lines 9100-9122. Also the 



positions for the pieces of code and the 
control room have to be set up in lines 
9130-9160. 

Note that the general-purpose sub¬ 
routine at lines 9200-9230 ensures that 
neither the code nor the control room 
will be positioned on any part of the 
maze wall or on the player. 

The main display is printed at lines 
200-220 and the expanded part of the 
maze is updated in the routine at lines 
300-395. The time is checked at that 
point and a jump is made to lines 2000- 
2090. 

Then T is incremented on every oc¬ 
casion the time is checked and, depend¬ 
ing on its value, the reactor core is 
decremented. If T is greater than 7 a 
jump is made to line 2100, where you 
proceed to die. 

On the other hand, you are then able 
to make a move and a small move 
processor at lines 400-450 checks your 
input. If you have entered HELP, a 
jump is made to 665, where the map is 
displayed. You can cheat by making the 
map display for as long as you like by 
entering line 665 IF INKEY$ = "" 
THEN GOTO 665. 

That is the main part of the program 
loop but you still have to check to see if 
code has been found. That is done at 
line 500-540 and the code is jumbled in 
800-940. 

That shuffling is very useful in card 
games, so study it closely. Finally, 
1000-1096 is the last task where you 
have to choose which switch to press;' 
notice it is random. 

The game can be made more interest¬ 
ing by defining your own mazes and 
because of the way the program is 
written the task is very simple. 


SUBROUTINES AND MAIN CODE 

9000-9130 Displays introduction 
9200-9230 Sets positions of codes and 
control room 

9135-9160 Inserts code into maze 
9700-9780 Prints maze 
200-220 Prints main display 
300-395 Maintains and updates map 
2000-2090 Checks time 
2100-8999 Explosion 
400-450 Prints man and checks user 
input 

500-540 Deletes control room 

ARRAYS USED 

A$(13,13) Holds maze. 

POKES USED 

FRAMES 16436-16437 Used as timer 
16424 Jolts screen 
in explosion 

STRINGS USED 

B$ Holds possible code digits 1-9 
C$ Holds the three-digit code 
M$ Stores user’s input 
F$ Stores jumbled code 

VARIABLES USED 

F, Q,V FOR . . NEXT counters 
X,Y Hold horizontal and vertical 

co-ordinates of man 
A,B Hold horizontal and vertical 

co-ordinates for code and control 
room 

R Random number between 1 and 
10, used to pick code 
N,M Used as indices to A$ — the 
maze 

G, H Used in plotting expanded part 

of maze 

T1 Holds time 
T Used a counter to decrement 
the reactor core 
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20 LET X = 7 
30 LET Y =7 
4.0 LET N=5 
50 LET M = 5 
60 LET C=0 
70 LET T =0 
150 REM iSfcftMl 
155 G 0 SUB 9000 
158 G05UB 9700 
160 G05UB 200 

162 POKE 164-36,255 

163 POKE 164-37,255 
170 G05UB 300 

175 LET T1=PEEK 164-36+256*PEEK 
164-37 

176 IF T1 <64-000 THEN GOSUB 2000 
180 GOSUB 400 

190 GOTO 170 

200 pem aasragHi 

210 PRINT PT 5,0, 


430 IF M$="S" THEN STOP 

440 IF M$ ="HELP" THEN GOTO 65© 

450 RETURN_ _ 

500 PEM rgilira giimfra 

510 LET C=C + 1 

520 PRINT PT 16+C,2,P$(X,Y) 

525 LET P$ (X, Y) =" " 

530 IF 0=3 THEN GOSUB 60© 

540 RETURN _ 

600 PRINT PT 5,^57"jaBBI3"; PT 6 ,5 

Braas -;pt 7 , 5 , aaas PT s,s. ast 


604 FOR U=1 TO 

605 NEXT U 

610 RETURN_ 

650 REM BHia 

655 FOR U = 1 TO 

656 PRINT PT U 

' X,Y; (“1" PND 1 
660 NEXT U 
690 GOTO 300 

700 rem Haanw [ 

710 PRINT PT 5 
| |" ; PT 7,5; "| 


CONTROL ROOM 


CODE FOUND 


731 LET K = X * *Y 

740 FOR U = 1 TO 12. , . 

750 NEXT U H 

760 STOP_ 

600 REM NWghdaMW IjMfflSl MWUa^ 

805 FOR U=1 TU 12 
810 PRINT PT U,l; M 
815 NEXT U 

NTER TH£";PT 5,1;" CQDfc.IF IT";P 
T 6,l;"MPTCHES THE";PT 7.1," COM 
BINfiTION"PT 3,l:"Y0U CPN OPEN"; 
PT 9,1;" THE DOOR.";PT 10,1;"YOU 
HPUE 3";PT 11,l;" GOES." 

822 FOR U=1 TO 5 
825 LET F$ = " 

830 FOR F = 1 TO 3 

335 LET R=INT (RND*3)+1 

840 IF F*(R)<>" " THEN GOTO 835 

860 LET F*(R)=C*(F> 

870 NEXT F 


300 REM BOB TO HBEIaraf 
310 FOR F^4 TO 12 STEP 4 

320 FOR 0=4 TO 12 STEP 4 

322 LET N = (X-2) +(F/4) 

324 LET M= (Y-2) +(Q/4) 

326 LET G=F-3 

328 LET H=0-3 

330 IF PJ(N,M)<>"1" THEN GOTO 3 


^340 IF P*(N,M) < > 

^345 PRINT PT G,H 

h; ;; ;;;pt g+2,h 

6s© IF P$(N,M) < >"X" THEN GOTO 3 
60 

355 PRINT PT G , H; "|F^" ; PT G + l, 

h; pt g+2,h; Trtl"; pt g+3, 

36?*?F CODE P$(N,M> < 156 THEN GO 
TO 380 

36 5 PR INT PT G,H;"F™l";flT G + l, 
h; ;;8SH|;;; pt g+2,h;-| |" ;pt g+3, 

67T?F CODE P$ (X, Y) > 155 THEN PR 
INT PT G+2 , H + l; " 0 " P$ (X ,Y) 

375 IF CODE P*(X,Y)>155 THEN GO 
SUB 500 
380 NEXT 0 
385 NEXT F 

390 IF P$(X,Y)="1" THEN GOTO 70 


THEN GOTO 3 


Cff© 


391 IF P$(X,Y)="X” PND C=3 THEN 
GOTO 300 

395 RETURN_ 

400 REM igtlMai 

405 PRINT PT 5,5;" «. ";PT 6,5: 

T ";flT 7,5;" ffl"TT 8,5;" |* 


410 INPUT M$ 

420 LET X=X+ (M$ 
M$ = "U" PND X >2) 
425 LET Y =Y + (M $ 
M$ = "L" PND Y >2) 





G FOP 3 SEPERATE 
CRET CODE. UHEN 
UND ALL THREE 
P THE CONTROL 
331 AND REAPANGE 
OPEN THE NUCLEAR 
SUITCH IT OFF. 


PIECESOF5£ 
YOU HRUE FQ 
YOU CAN ENTE 
ROOM fA CRO 
THE CODE TO 
REACTEP AND. 


YOU HAUE B£E 
OF A NIJCLEA 
UNFORTUNRTEL 
PRESSED THE 
BUTTON THINK 
LIGHT SUIT Q 

YOU HAUE T0_ 


N left in charge 

R POUER STATION. 
Y YOU MISTAKENLY 
SELF-DESTRUCT 
ING IT MRS A 


MAZE LOOK IN 


880 LET C$=F$ 

890 NEXT U 

895 FOR F = 1 TO 3 

900 INPUT M$ 

901 IF LEN M $ < >3 THEN GOTO 90O 

902 IF CODE M$(l)>155 THEN GOTO 
910 

90S FOR 1=1 TO 3 

90S LET M$(I)=CHR$ (CODE H$(I»+ 
12S) 

907 NEXT I 

910 PRINT AT 16,27;M$(1);AT 17, 
27, M$ (2.1 ; AT 13,27; M$ (3) 

920 IF li$ = C$ THEN GOTO 1000 
930 NEXT F 
940 GOTO 8O00 

1000 REh SEQQSBIB IsfrKiSI M3=igl 

1010 PRINT AT 18,23,"V 

1011 LET K=X**Y 

1020 PRINT AT 18,23;" m" 

1021 LET K=X**Y 

1030 PRINT AT 18,23j" ";AT 16,2 

l;"I ";AT 17,21;" T " ;AT 18,2 
l;"lm",AT 19,21; "In " ; AT 20,2 


1040 FOR U=1 TO 12 
1045 PRINT AT U,l;" 

1050 NEXT U 

1060 PRINT AT 2,1;"YOU ARE NOU": 
AT 3,1;" FACING TUO";AT 4,1,"SUI 
TCHES,",AT 5,1;" ONE'TURNS",AT 6 
,1;"OFF THE NUKE";AT 7,1;" THE 0 
THER";AT 8,1,"DOES,NT.....",AT 1 
0,3.: "SWITCH"; AT 11,3, "1 OR 2" 
1070 LET R = INT (RND*2) +1 
1075 INPUT SWITCH 

1O80 IF SWITCH >2 OR SWITCH<1 THE 
N GOTO 1075 

1090 IF SWITCH OR THEN GOTO 2100 

1091 FOR F=1 TO 12 

1092 PRINT AT F,l;" 

1093 NEXT F 

1095 PRINT AT 6,5,"WELL";AT 7,5; 
"DONE"; AT 11,1.;" NUKE SAFE " 

1096 STOP_ 

2000 REM iTO HTBSKt 
2010 LET T=T+1 

2046 POKE 16436,255 

2047 POKE 16437,255 

2050 IF T > = 1 THEN PRINT AT 3,22; 


THEN GOTO 9020 


9030 PRINT AT 0,0 
9040 FOR F =0 TO 2 
9050 PRINT " 


9060 NEXT F 
9070 PRINT AT 5, l 1 
" ; AT 6 10 ■ 

.. i‘. "U" •< iijP” ; AT 8,2; 

AT 10,2. .L" " =LEI 

"R""=Al6HT";AT 12 
INT MAP" 

9100 DIM A $ (13.13 

9110 LET A$ (1)="■ 

9111 LET A $ (2)="» 

9112 LET At (3) ="| 

9113 LET A$(4)="| 

9114 LET A$(5)="| 

9115 LET At (6) ="B 

9116 LET A $ C 7) ="■ 

9117 LET At(8)= "■ 

9113 LET A$(9)="i 

9119 LET At (10)=" 

9120 LET A$ (11) =" 

9121 LET At(12)=" 

9122 LET At (13) =” 

9130 GOSUB 9200 
9135 LET At (A ,6) s' 

9140 LET et="0@@H 

9141 LET Ct="XXX" 

9145 FOR F = 1 TO 3 

9146 LET R=INT (RND*10)+1 

9147 LET Ct (F) =Bt(R) 

9148 GOSUB 9200 

9149 LET At (A,6) =C$ (F) 

9150 NEXT F 
9160 RETURN 

9200 LET A = INT (RND*13) +1 

9210 LET B = INT (RND*13) +1 

9215 IF A =X‘ AND B=Y THEN GOTO 92 

00 

9220 IF A$ (A,B) < >" " THEN GOTO 9 
200 

9230 RETURN 

9700 PRINT AT 0,0; 

9710 FOR F =0 TO 21 

9729 print mmanHHMi 


THE CONTROL: 

tticmm" • p-p o ^ 

.D""=DOWN" 

', AT 10,22; " 


2055 IF T > =2 THEN PRINT AT 4,22 


2060 IF T>=3 THEN PRINT AT 4,22 


1065 IF T > =4 THEN PRINT AT 5,22 


2070 IF T > =5 THEN PRINT AT 5,22 


2075 IF T > =6 THEN PRINT AT 6,22 


:0S0 IF T > =7 THEN PRINT AT 6,2; 


!0S5 IF T > =7 THEN GOTO 2100 

!090 RETURN 

1100 FOR F =0 TO 21 

amm 


2120 POKE 16424 
2130 NEXT F 
2140 STOP 

8999 STOP 

9000 REM 13I5I3 


9730 NEXT' F" 

9750 FOR F = 1 TO 13 

9760 PRINT AT 4+F,9 

9770 NEXT F 

9780 RETURN 

9900 CLEAR 

9910 SAUE "NUKg" 

9920 RUN 
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Upgrade your 

16K ZX SPECTRUM 
Now! 

The “CHEETAH” 32K Rampack simply plugs into the user port at the rear of 
your computer and increases the memory instantly to 48K. 

• Fully compatible with all accessories via rear edge connector. 

• No need to open computer and invalidate guarantee. f\K|| V 

• Why send your computer away and wait weeks for upgrade. V/lM LY 


• Fully cased, tested and guaranteed. mm 

Why wait any longer? 



Now make your SPECTRUM and ZX81 Talk! 

The CHEETAH “Sweet Talker” just plugs into the back of the computer using 
the existing power supply. Based on an allophone system you can easily 
program any word, sentence or phrase. Fully cased, tested, guaranteed and 
compatible with all accessories via rear edge connector. Complete with 
demonstration cassette and full instructions. No more lonely nights! 

Terrific Value at £29.75 

when ordering please quote whether Spectrum or ZX81 owner. 

Also available: 

16K Rampack for ZX81 £19.75 64 K Rampack for ZX81 £44.75 

Prices include VAT, Postage and Packing. Delivery normally 1 4 days Export orders 
at no extra cost. Dealer enquiries welcome. 

Send cheque/PO now to:- 

CHEETAH MARKETING LIMITED 

Dept.SP6,24 Ray Street, London EC1. Tel: 01-833 4909 

Cheetah, products available from 

branches o/ WHSMITH $ ’’-JfflElffliHBl Rumbelows 

and all good computer shops 


10 
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F IVE HURDLES appear and you 
must jump over them using keys 
5 and 8 to move back and forth 
and 7 to jump. When you have cleared 
the five hurdles on level one you go to 
level two, where you will be faced with 
five more hurdles and some thistles. 
The thistles multiply according to your 
level and an extra man is gained for each 
level completed. 

Hurdle Hopper was written for the 
16K ZX-81 by Michael McRoberts of 
New Brighton. 



14.,5; ZX81 HURDLE 

HOPPER" 

10 FOR A«3 TO 86 

IS LET Z-INT <RND*10)+1 

a0 IF Z>OIF THEN PRINT RT 10,R 

30 NEXT R 

60 FOR R-3 TO 28 STEP 6 
70 PRINT RT 10,R;" |" 

80 NEXT R 
90 LET fl«10 
100 LET 8-0 
110 PRINT RT R,B; 

115 IF B>a7 THEN GOTO 500 
180 IF INKEY*-"" THEN 00T0 130 
130 PRINT RT fl ,B; ” " 

140 LET B-B* <INKEY*-"8">-(INKEY 
e"5") 

1S0 IF INKEY*»"7" THEN GOSUB 30 

0 

160 PRINT RT R,B, 

170 IF PEEK (PEEK 16398+256*PEE 
K 16399) < >0 THEN GOTO 400 
160 GOTO 110 
300 LET R-R-17J 
305 LET B-B + l 
310 PRINT RT A,B,"1" 

315 PRINT RT fl,B," " 

316 LET 6-B + l _ 

317 PRINT AT A,B;"1";AT fl,B;" " 
380 LET fl-fl + 1 

330 LET B-B + l 
340 PRINT RT A ,B; 

350 IF PEEK (PEEK 16398+2S6+PEE 
K 16399) < >0 THEN GOTO 400 
360 RETURN 
400 FOR Z«0 TO 20 
410 PRINT AT A,Bi;RT R,B,. 

420 NEXT Z 
430 CLS 

440 PRINT RT 10,10;"BRD LUCK" 
450 PRINT RT 16,5, f, Y0U LOSE ONE 
LIFE” 

460 LET HEN-MEN-1 

470 IF MEN-0 THEN GOTO 700 

480 PRINT RT 21,3;"PRESS ANY KE 

Y TO CONTINUE" 

490 IF INKEY*-"" THEN GOTO 490 

491 CLS 
495 GOTO 6 
500 CLS 

505 FOR Z-0 TO 2 

510 LET A*-"UELL DONE " 

520 FOR fl-1 TO 10 
530 PRINT AT 10,10;A* 

540 LET A*(fl)=CHR* (CODE A*(A)♦ 
123) 

550 NEXT R 
560 NEXT Z 

570 LET LEUEL -LEUEL♦1 
580 LET DIF-DIF-1 
590 LET HEN-MEN+1 
600 PRINT RT 15,5;"YOU ARE NOU 
ON LEUEL ",LEUEL 
610 PRINT AT 21,3,"PRESS ANY KE 

Y TO CONTINUE" 

620 IF INKEY**"" THEN GOTO 620 

625 CLS 

630 GOTO 6 

700 FOR T-0 TO 50 

710 NEXT T 

725 FOR A-0 TO 2 

730 PRINT AT 5 i.c SBUMBMaS 

740 FOR T *0 TO 10 

750 NEXT T 

760 PRINT RT 5,10,"GRHE OUER" 
770 FOR T = 0 TO 10 
780 NEXT T 
790 NEXT A 

800 PRINT AT 10,0;"BAD LUCK.YOU 
REACHED LEUEL:";LEUEL 


803 NEXT A 

810 PRINT RT 21,3;"DO YOU URNT 
ANOTHER GAHE?" 

820 IF INKEY**"" THEN GOTO 820 
830 IF INKEY*«"Y" THEN RUN 
840 STOP 
1000 CLS 

1010 PRINT TRB 5;"ZX81 HURDLE HO 
PPER" 

1020 PRINT ,,,," IN HURDLE HOPPE 
R YOU (■> THE HOPPER HUST JUN 

P OUER THE HURDLES (|) BY 

PRESSING KEY 7. BUT,UfiTCH OUT F 
OR THE DEADLY THISTLES (*> ON 
THE OTHER SIDE OF THE HURDLE." 


1030 PRINT ,, 
ARED ALL 
UILL GO ONTO 


UHEN YOU HRUE CLE 
FIUE HURDLES YOU 
THE NEXT LEUEL UH 


YOU UILL GET AN EXTRA HOPPER." 
1040 PRINT ,," 5=LEFT 8 

BRIGHT 7 *HOP" 

1050 PRINT RT 21,3;"PRESS RNY KE 
Y TO STRRT 

1060 IF INKEY*="" THEN GOTO 1060 
1070 CLS 
1080 GOTO 6 

9998 SRUE "HURDLE HOPPE0" 

9999 RUN 







A LTHOUGH Rolling Stones is 
simple in operation, the program 
is small and compact. Many im¬ 
portant programming features are in¬ 
cluded and it is worth looking at even if 
only to learn a few of them. 

The program has no subroutines yet 
closer examination reveals that it is in 
three distinct parts. First, lines 1 to 18 
which set variables. Next, the main part 
of the program is really a large loop 
from lines 20 to 36. The last section 
deals with printing the dead man and 
the score. 

As the program allows you to control 
a man with cursor keys 5 and 8, and a 
stone is falling, much of the program 
deals with controlling screen co-ordin¬ 
ates. Here is a description of the import¬ 
ant portions: 

The stone begins its fall at a random 
position at each attempt and that is set 
in line 14. Line 20 prints the stone and 
erases the position directly above it. 
Line 22 checks to see if you have missed 
the catch and, if you have, a jump is 
made to the section where the dead man 
is printed. If all is well, the program 
proceeds to line 24, where the line 
number of the stone is incremented. 
Lines 28 and 30 check the key being 
pressed and alter variable A which 
holds the position of the man. 

The man is printed in line 32 and 
line 34 checks to see if you have caught 
the stone. Line 35 loops back to line 20, 
where all the checks are repeated. 

Eventually you will miss the stone 
and a jump will be made to line 38. 
From there the dead man is printed in 
line 40 and your score in 44. Lines 46 to 
54 check to see if you have achieved the 
high score which is printed. Note that 
this program can be run on the Spec¬ 
trum with very little difficulty. 

VARIABLES USED 

A$ Holds user’s input. 

H$ Holds high score. 

A Holds the horizontal position of 
man. 

C Holds the line number where the 
stone is. 

HS Holds high score. 

Z Holds score. 



Y OU ARE standing at the bottom 
of a hill and must try to catch the 
stones rolling down. Use keys 5 
and 8 to move as you attempt to catch 
the stones in your pouch. 

The graphics representation of the 
man is very good when the length of the 


program is taken into account. There is 
also a facility for the name of the high¬ 
est scorer to be entered. 

Rolling Stones was written for the 
16K ZX-81 by Richard Turner of Gor- 
leston, Great Yarmouth. 


i ffl h8 

6 LET H5 = 0 
8 LET R = 15 
10 LET Z=0 
12 CLS 

14 LET B = INT <RND*30) 
16 LET C=0 

18 PRINT RT 21,0;"- 


20 PRINT RT C, B;”0";RT C-1,B;" 

22 IF R+3 0B RND Csl8 THEN GOT 
O 38 

24 LET CsC+1 

26 IF C-20 THEN GOTO 14 

28 IF INKEY$="5" RND R>0 THEN 
LET h=R-1 

30 IF INKEY $ = " 8 " RND R<28 THEN 
LET h=R+1 

32 PRINT RT 16,R;" " : RT 17, 

a, " ■ ";rt is,R; A- ";RT ig,r 
; Wr ";pt 20 ,r; " 

34 IF H +3 =B RND C = 

Z = Z + 5 

36 GOTO 20 

38 CLS 

40 PRINT RT 20 , R i "m BAJ" 

- ““ “ “ "YOU* RE D 


42 PRINT RT 2,2;"V 


THEN LET 


DERD. 


44 PRINT RT 4,2;"YOUR SCORE*"; 
Z 

46 IF Z >HS THEN INPUT R$ 

48 IF Z >HS THEN LET H$ = R$ 

50 PRINT RT 6,2;"BY ";H* 

52 IF Z >HS THEN LET HS = Z 
54 PRINT RT 8,2,"HIGH SCORE*"; 
HS 

56 PRINT ,,"FOR RNOTHER GO PRE 
SS RNY KEY" 

58 IF INKEY$*"" THEN GOTO 58 
60 GOTO 8 
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24 x 24 GRID FOR H.R. GRAPHIC DESIGN. 200 CH. STORE. VIEW AND EDIT 
UP TO 9 CH. - CHOICE OF 9 FORMATS - ROTATE - MIRROR (HOR. OR 
VERT.) - MENU DRIVEN — KEYBOARD/JOYSTICK CONTROL - TOOLKIT 
INCLUDED TO USE U.D.G IN YOUR OWN PROGRAMME 


TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322) 92513/8 
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 























C ROSSING the road is not too 
easy, especially when you have 
to avoid the juggernauts and 
other vehicles which race along the 
road. Taking your life into your hands 
you have to attempt to cross the road to 



mskv 


reach the other side safely and them^Sfe?-- 
at the houses. 

Risky Business was written for the 
16K ZX-81 by Matthew Norman of 
Redhill, Surrey, who has managed to 
complete 10 screens. 



SLOW BOAT 


S HOOT the Slowboat as it chugs 
along the screen and prevent it 
invading your territory. If you 
allow the boat to pass you four times, 
the game ends. Use key K for up, M for 
down and Z for fire. Slowboat is a 
beginners’ program written for the IK 
ZX-81 by Matthew Norman of Redhill, 
Surrey. 




&S IF INKEY*- 

ooto see 

7© IF P+UO T» 
O© PRINT RT P 
90 LET P-P+U 
lOO NEXT * 

108 LET C«< 


RNO P-S THEN 


THEN GOTO S3© 




S3© PRINT RT 
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3 ESP s8*S INC5S MflN " 

? CLS 

10 PRINT " BUSINESS MRN" 
30 PRINT 
- R T 5,0 


30 PgiflT, 

_ *.£ PRINT RT 6,0 
[|jT RT 7,0 


70 PRINT ” RRRING" 

60 PRINT 

90 PRINT "UMICH PHONE?" 

100 LET RsINT (RND *4) ♦1 
105 LET B*INT <RND*1000>*1 

ill if P pTi P or P>4 THEN GOTO 7 
130 IF R*1 THEN PRINT "YOU HRUE 

130 E if T r«i C then LET SC-SC+B 
140 IF fl*3 THEN PRINT "YOUR SHR 
RES HRUE RISEN. COLL 

150 C lfra-a THEN LET SC»SC*B 
160 IF R«3 THEN PRINT "YOUR FIR 
H HRS GONE BUST." 

170 IF fl«3 THEN GOTO 305 

180 IF A*4 THEN PRINT "YOU HRUE 

OUST BEEN DIOOLEO OUT OF £";B 

190 IF R«4 THEN LET SC*SC-B 

195 PRUSE 150 

300 GOTO 7 

305 CLS 

310 PRINT "BRD LUCK" 

330 PRINT "YOU HRNRGED £";SC 

340 PRINT "RNOTHER GO (Y/N)?" 

350 INPUT Rt 

360 IF R$s"Y" THEN RUN 

370 STOP 


F OUR TELEPHONES appear on 
the screen and when one of them 
rings you have to guess which it 
is and answer it. If you choose the 
wrong telephone your firm will become 
bankrupt or be swindled by a client. If 
you answer the correct telephone your 


shares will rise or you will learn of an 
inheritance. The object is to try to raise 
as much money as possible before being 
made bankrupt. 

Business Man was written for the 
IK ZX-81 by David Hindon and Mar¬ 
tin Bowell, of Swindon, Wilts. 


BU5INE55 
MAN 



1 LET * *c«0 

10 PAPER 2s INK 6: CLS 
15 FOR ♦= USR "a" TO USR "f"+ 
7* READ a: POKE +,4: NEXT * 

20 DATA 0,20,36,72,68,69,196,1 
98 

30 DATA 15,24,51,102,102,51,24 
,15 

40 DATA 240,24,208,102,102,208 
,24,240 

50 DATA 0,24,60,126,24,60,60,6 
O 

60 DATA 126,24,24,24,24,60,102 
70 DATA 0,0,24,24,24,60,36,0,0 


>s NEXT i 

76 CIRCLE 173,123,10 

80 LET 1*Ber»20: LET poB*15* L 
ET v=0 

90 PRINT AT 20,pos; INK O;“ £ 
"i PRINT AT 21,pas; INK 0;"JE 

100 PRINT AT 10,v; INK 6|" BC 

101 IF v >= 29 THEN PRINT AT 
10,vj" "t LET v-Os LET laser=l 
aser—1: GO TO 100 

110 IF INKEY* -"6" THEN LET p 
os=pos—1: BEEP .005,pos 
112 PRINT AT 0,10;"SCORE - 


75 FOR f-1 TO 30* PLOT INK 6; 120 IF INKEY* ="7 M THEN LET p 

INT .< RND *200>, INT ( RND *150 o*'pos+ls BEEP .003,pos 


M OVE your laser base left and 
right with keys “6” and “7” 
and catapult missiles into 
space using “0”. You must fire at the 
Sun King as it passes and attempt to 
reach as high a score as possible before 
you run out of laser power and the Sun 
King wins again. 

Written for the 16K Spectrum by 
Christopher Powton of Shildon, Co. 
Durham. 


130 IF pos <- 1 THEN LET pos-1 

140 IF pos >« 27 THEN LET pos* 
27 

150 IF INKEY* = "0" THEN FOR f 

*19 TO 10 STEP -Is PRINT AT f,p 
o«+l;"F": BEEP .003,fi BEEP .005 
,f*pos/v/lasers BEEP .005,laser: 

PRINT AT f,pos+lj" "t NEXT fs 
IF f-9 AND pos-v+1 OR f-9 AND po 
«-v THEN LET sc=sc+10: BEEP .1, 
5* PRINT AT 10,v;" "s LET v-0 
:| GO TO 100 

160 IF laser <- 0 THEN PRINT " 
THE SUN KING MINS AGAIN !'!<!!"* 
PAUSE Os PAUSE Os CLS $ RUN 
170 IF sc>1000 THEN PRINT "YOU 
MIN CONTROLL OVER THE SUN"s FOR 
f=l TO 5s BEEP .t,f* NEXT fs PA 
USE Os PAUSE Os CLS s RUN 
200 LET v=v+l 
2000 GO TO 90 
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Y OU ARE working on a free- 
range farm and have to collect 
the eggs round the yard. Only 
one egg can be seen at any time and you 
have to guide your barrow round the 
screen using the cursor keys. To collect 


each egg you have to push the barrow 
through the egg. The next egg will then 
appear on the screen. 

Free Range was written for the IK 
ZX-81 by C Heath of Kings Norton, 
Birmingham. 


* FOR F-l TO 10 
6 LET 

? LET R=INT CRND*20) 
e let b=int (RND*20) 

9 PRINT RT R,B,B* 

10 LET fl| = " ■Vfc" 

30 LET X = 10 
4.0 LET Y»0 
50 PRINT RT X,Y;fl* 

80 LET YaY-f (INK6Y*«"8") -CINKEY 

*90 IF INKEYJ=“7" THEN LET X*X- 
TOO IF INKEY$ = "6“ THEN LET X«X + 
L 120 CLS 

124 PRINT RT R,B,B* 

130 IF X=fl RNO Y=B THEN NEXT F 

135 IF URL "F"=10 THEN GOTO 150 

136 LET S=S + 1 
140 GOTO 50 

150 PRINT RT 21,0; •YOU TOOK ";S 
" TIME UNITS" 

151 STOP „ 

152 SRUE "FREERRNGS" 

153 RUN 





C OLOURS is a short routine 
written for the 16K Spectrum 
by Andrew Wallis, aged 16, of 
Marston Green, Birmingham. It pro¬ 
duces three screens full of different 
colours by combining the user-defined 
graphics and paper and ink colours. 
The finished effect is similar to the 
pattern of a woven rug. 


10 REM EXTRA COLOURS #:*#^ 

20 REM#*#- ANDREW WALLIS 
30 CLS 

40 FOR a=0 TO 7 
50 READ b 

60 POKE USR "_A_"+a, b 
70 NEXT a 

80 DATA 85,170,85,170,85,170,8 


5, 170 

90 FOR p=0 
100 FOR i =0 


110 PRINT INK i; PAPER p;" AAAA 

120 NEXT i 
130 NEXT p 
140 STOP 

150 SAVE "colour" LINE 10 
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ONLY THE BEST BECOME A.... 



FIGHTER 


* Cross winds. 
Turbulence and 
landing in log. 

* A Pilot ratings. 8 
Beacons, ground 
features and map 

* Artificial horizon, 
radar and flight 


» ILS. Flaps. U/C and 
system failures 
* 100% machine code 
with complete 
instructions and pilot 


DIGITAL 

INTEGRATION 


Watchmoor Trade Centre, 
Watchmoor Road, 
Camberley Surrey GUI5 3/ 


"Definitely the best 
simulation for the 
Spectrum..." 

- Crash Micro 


Please send me the 
following games for the Spectrum 

Fighter Pilot 48K □ £7.95 

Night Gunner 48K 1H£6.95 

Football 48K n£7.95 Trade and 

Taxi (Any Spectrum) □ £5.50 Export 

VAT and p & p inclusive within UK enquiries 
(Overseas me 55p per cassette) welcome. 


£5.50 


Any Spectrum 


FOOTBALL 

£7.95 

48K Spectrum 

League Analysis - 
Easy to use Pools 
Prediction. 

With 9 methods of 
team performance 
analysis - let your 
Spectrum guide you 
your pools selection 


NIGHT GUNNER 
£6.95 

48K Spectrum 

Joystick Compatible * 
The air battle where 
only aces survive - 
with enemy fighters 
attacking from all 
directions, guns 
blazing, explosive 3D 
ground attack sorties - 
and there's still the 
flight home. 


Lifetime Guarantee Cheques payable to Digital Integration 
I enclose a cheque/P.O. for_Total. 


Address. 


Or debit my Access Account No. 


Tele Sales Camberley (0276) 684969 


selected products available from: Please send to Digital Integration, Dept SP6 

Boots Wooiworths. h m v Menzies Watchmoor Trade Centre. Watchmoor Road. Camberley. Surrey GU15 3AJ 

Greens. Laskys. Currys. Rumbelows. Selfridges. Spectrum 
Dealers. Video Palace. Zappo. and all good Computer 
shops 






















T HE OBJECT of Ladders is to 
race along the corridors and 
climb the ladders to reach the 
monsters at the top of the house. As 
each monster is killed it releases an 
invisible gas which decreases your time 
rapidly. After killing the monsters you 
have to go through the door at the 
bottom of the corridor to reach the next 
screen. There are nine skill levels and 
the higher the number the faster the 
time ticks away. 

Ladders was written for the 16K 
Spectrum by Christopher Sully of New- 
Gwent. 


1 LET hs=0 

2 INK 3s BORDER 0: PAPER Os C 
LS s 60 SUB 2000 

3 CLS s PRINT AT 10,0; INK 7 
; "Do you need instructions ? (y/ 


PRINT AT 1,15; INK 4;"JFF_": FOR ey* _., 6 » AND k 16 THEN LET a 
b=18 TO 30s PRINT AT l,b; INK .*+3; PRINT AT a-3,b;" "s BEEP 
4;"£": LET b=b+l: NEXT b .01,10s BEEP .01,0$ LET n=0 

100 FOR n=0 TO 5s PRINT AT z, 282 LET t-t-1 

RND *29+1; INK 7; BRIGHT 1; “C."s 285 IF ATTR (a,b>=71 THEN BEE 

LET z=z+3: NEXT n P .1,40- LET sc=sc+50 

110 PRINT AT 20,29; INK 2? “OFT 2 87 IF n=l THEN LET t=t-(2*l> 


120 FOR m=-10 TO 20s BEEP-.05,m 
s NEXT m 

195 LET *=20: LET b=l 

200 PRINT AT a,b;"A" 

201 BEEP .002,0: BEEP .002,10 

205 PRINT AT 0,6; INK 7;sc 
250 IF INKEY# ="5" AND b>0 THE 
N LET b=b-l: PRINT AT a,b+l; 0 
VER l;"fr 

260 IF INKEY# =”8" AND b<31 TH 
EN LET b=b+l: PRINT AT a,b-l; 
OVER l; ,, jA" 

270 IF SCREEN# (a-l,b).= " ” AND 
INKEY# =“7" THEN PRINT AT *, 
b;" LET a=a-ls PRINT AT a,b: 
"A": BEEP .1,2: LET a=a+l: PRINT 
AT *-l,b;" " 

275 IF ATTR <a-l,b>=6 AND INK 
EY# ="7" AND a>3 THEN PRINT AT 
a,b;" LET a=a-3s BEEP .01,10 
: BEEP .01,5 

280 IF ATTR <a-l,b)=4 AND INK 
EY# ="7" AND a<3 THEN PRINT AT 

a,b;" "s PRINT AT a-l,b;"A."s B 
EEP .1,-20: PRINT AT a-l,b|" 

LET sc=sc+100: LET n=ls LET k=k 

281 IF ATTR <a+l,b)=6 AND INK 


288 PRINT AT 0,18;" "; AT O 

,18; INK 7;t 

289 IF t<0 THEN LET t=0: PRINT 

AT 0,18;" "; AT 0,18; INK 7; 

"0": IF t=0 THEN GO SUB 5000 

290 IF b=0 OR b=31 THEN GO SUB 
1000 

291 IF ATTR <a,b>=2 THEN LET 
1=1+1: GO TO B 

300 GO TO 200 

1000 LET a=a+l: PRINT AT a,b;"A_ 
BEEP .1,-as PRINT AT a,b;" " 

: IF a <> 21 THEN GO TO 1000 
1010 PRINT AT a,b; FLASH 1; INK 
2;"B": BEEP 2,-40: GO TO 5000 

2000 FOR z=144 TO 151s FOR x=0 T 
0 7s READ a: POKE USR CHR# z+x 
,a: NEXT xs NEXT z 
2010 DATA 24,36,24,60,90,24,36,6 
6 

2020 DATA 60,92,191,251,190,255, 
86,24 

2030 DATA 0,16,56,84,254,84,56,1 
6 

2040 DATA 195,255,255,195,195,25 
5,255,195 

2050 DATA 255,255,129,66,36,24,2 
55,255 
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2060 DATA 102,153,60,90,60,102,2 
55,126 

2070 DATA 63,33,33,33,33,33,33,6 
3 

2080 DATA 248,248,248,248,232,24 

8,248,248 

2090 RETURN 

5000 CLS : IF «c>hs THEN PRINT 
AT 5,8; INK 7; FLASH 1;"C0NGRAT 
ALATIONS"; AT 7,3;"YOU HAVE BEAT 
EN THE HI-SCORE"; AT 9,10;"of “; 
hs; AT 11,8;"with a score of ";s 
cs LET hs=*sc: GO TO 5010 
5005 PRINT AT 10,7; INK 7;"Your 
score was " ; sc 

5010 PRINT AT 15,1; INK 7; "Do y 
ou want another go ? <y/n)" 

5020 IF INKEY# ="n" THEN CLS : 
PRINT AT 10,11; INK 7; FLASH 1 
;"GOODBYE": STOP 

3030 IF INKEY# ="y" THEN GO TO 
3 

5040 GO TO 5020 

6000 CLS : PRINT INK 7;"Your ta 
sk is to steer yourself (fi> aro 

und the screen without falling 

to your death or runningout of 
time.You must attempt to collect 
the jewels <£} and kill all the 
monsters (F^ before moving 

on to the next level through 

the door 

6005 PRINT INK 7''“Press any ke 
y to continue.": PAUSE 0 
6010 CLS : PRINT INK 7 "Once yo 
u have killed a monster an invi 
sible gas is released and you 

r time decreases more rapidly 

.'.You score 50 points for eac 

h jewel and 100 for each mons 

ter. " 

6020 PRINT AT 10,10; INK 7;"INS 

TRUCTIONS"; AT 12,5;"5. 

.left"; AT 14,S;"6. 

.down"; AT 16,5;"7. 

.up"; AT 18,5;"8. 

...right" 

6025 PRINT INK 7 - '"Press any ke 
y to continue.”: PAUSE 0 
6030 GO TO 7 


C USTOMS OFFICER was writ- item and the program will then calcu- 
ten for the IK ZX-81 by Ste- late the import duty at a rate of 15 per- 
phen Kecskemety of Cheshunt, cent. 

Herts. You will then be told how much you 

When asked if you have anything to owe and be given the opportunity to pay 
declare you should enter a commodity it. If you refuse you will receive a 
of some kind, e.g., cigarettes or alcohol, random fine or be excused. The game 
next step is to enter the cost of the ends when you run out of money. 


5 INPUT L* 

6 PRINT "MONEY =£"; (1, ."UHATS T 
HE COST OF YOUR ";L# 

9 INPUT C 

10 CLS 

11 PRINT "COST =£";C , ,"AMOUNT L 
SFT = £"(M-C,"DUTY = 15 PERCENT" 

12 LET M=M-C 

15 IF UAL "C*0.15 >M“ THEN GOTO 
UAL "50" 

20 PRINT "YOU SHOULD HAVE PAYE 
D £" ,; UAL " <C*@. 15' +C" , "WILL YOU 
PAY £“,UAL "C*0.IS", 

25 INPUT A$ 

26 CLS 

27 IF A#(UAL "1")= "Y" THEN LET 
M=H-UAL "C *0.15" 

28 CLS 

29 IF A$ (UAL "l") *“Y" THEN GOT 
0 UAL "2" 

32 LET Q=UAL "INT (RND*2+1>" 

33 LET L=UAL "INT ((RND*2)+1>* 
250" 

34- IF Q=UAL "1" THEN PRINT "YO 
U ARE FINED £";L 

35 IF Q=UAL "1" THEN LET M»M-L 
^36 IF QsUAL "1" THEN GOTO UAL 

37 IF Q=UAL "2“ THEN PRINT "I" 
"LL LET YOU OFF THIS TIME- 

38 GOTO UAL "2" 

50 PRINT "YOU""UE NO MONEY LEF 


CUSTOMS 

OFFICER 
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W HILE WORKING 

oratory experimenting with a ' 
new jar of acid, you have 
made the jar explode and the contents 
pour out. Using the laser which runs 
along the bottom of the screen you must 
fire at the acid, using “1” to prevent it 
seeping through the floor. When the 
acid hits the ground you will die. Each 
time you fire the laser you lose five 
points, 15 points are gained for hitting 
the acid, and if your score reaches “0” 
the laser runs out of energy. 

Acid Run was written for the 16K 
Spectrum by Robert Courtney of 
Isleworth, Middlesex. 


ACID RUN 


1 GO TO 1000 

2 LET <n=4 

3 LET n=4 

4 LET t-0 

5 FOR a-0 TO 4 

6 PRINT 5 BRIGHT 1 ) INK 6 } AT 
a,10}"A" 

7 PRINT } BRIGHT 1} INK 6 } AT 
a,20}"A" 

9 NEXT a 
10 FOR a-0 TO 30 
20 PRINT } INK 0} AT 20,a}" CT 

25 BEEP .001,30 

30 IF INKEY* = "1" THEN GO SU 
I 100 

40 NEXT a 

41 PRINT } BRIGHT 1} INK 6 } AT 
m,10}"A” 

42 PRT&T } BRIGHT 1} INK 6 } AT 
n , 20 } -JV' 

43 LET m=m+l 

44 LET n=n+l 

47 IF m >= 19 THEN GO TO 500 

48 IF n >- 19 THEN GO TO 500 

49 LET t=t+2 

50 FOR a-30 TO 1 STEP -1 

60 PRINT } INK 0} AT 20,a}'lC " 


65 BEEP .001,30 

70 IF INKEY* -“l" THEN GO SU 
B 100 

80 NEXT a 

85 PRINT AT 21,0}"Time-"}t 
90 GO TO 10 

100 BEEP .3,0 

101 FOR b=19 TO 0 STEP -1 

102 IF a=10 AND b-m THEN LET m 


105 LET l=s 

107 PRINT AT b+1,a]" " 

110 PRINT } INK 2} AT b,a}^" 

121 IF a-10 AND b-4=m THEN LET 
s=s+15 

122 IF a-20 AND b-4=n THEN LET 
s=s+15 

123 IF a=10 AND b-4=m THEN PRI 
NT AT m,10}* "} AT m+1,10}" "} 
AT m+2,10}" "} AT m+3,10}" "} AT 

m+4,10}" “ 

124 IF a-20 AND b-4-n THEN PRI 
NT AT n,20}" "} AT n+1,20}" "} 
AT n+2,20}" "} AT n+3,20}" "; AT 

n+4,20}" " 

128 IF s <> 1 THEN GO TO 132 


132 PRINT AT b+1,a|" " 

133 IF a <> 1 THEN BEEP .1,30s 
BEEP .1,20: BEEP .1,10: BEEP .1 

,0 

135 LET s-s-5 

136 PRINT AT 21,12}"Score-"}*} 

137 IF s<0 THEN GO TO 500 
140 RETURN 

500 CLS 

510 PRINT "YOU ARE KILLED" 

520 PRINT AT 10,10}"Score-"}■ 

530 STOP 
1000 LET s—20 

1005 PAPER 5: BORDER 5i CLS 
1010 DIM a(8) 

1020 LET w=96 
1100 FOR X—1 TO 3 
1110 LET w=w+l 
1150 LET y*= CHR* w 
1200 FOR z-l TO 8 
1300 READ a <z > 

1400 POKE USR y*+(z-l),a(z) 

1500 NEXT z 
1550 NEXT x 
1900 GO TO 2 

2000 DATA 60,60,124,124,255,255, 
124,24,24,24,24,24,24,24,24,24,2 
4,24,24,153,189,179,255,255 
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PUT YOUR SPECTRUM 
TO WORK ON DAD’S 
INCOME TAX! 


The easy-to-use Which? Tax Calculator helps 
ALL tax payers - not just Dad - and can save a 
lot of money too. Are you eligible for a rebate on 
your tax bill? The Which? Tax Calculator helps 
you find out — and tells you how much! 

Specially developed by the Consumers'Asso¬ 
ciation, this personal tax program for the 
Sinclair Spectrum reckons your personal tax 
accurately and automatically — taking you 
step-by-step through your tax form. You simply 


answer the questions about job earnings, 
building society interest and other income. 
Then you enter your outgoings like mortgage, 
and allowances — and the program does the 
rest, showing your correct tax assessment, and 
size of rebates due. 

So DON'T pay more tax than you need! 

Here's an EASY way to pay only the right 
amount: send off right away for this compre¬ 
hensive, fully documented package. 



Sinclair Programs 

196-200 Balls Pond Road, London N14AQ 


Please send me the Which? Tax Calculator 83/84 for the 48K 
I Spectrum. I enclose a cheque for £11.99 (including VAT and P&P) I 
made payable to Sinclair Programs. 1 


NAME 


ADDRESS 


^ Please allow 28 days for delivery 


J 
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H IT THE DESTROYER from 
your post by firing at it. The 
position of the destroyer will 
be shown on the screen and you must 
input the angle and strength of your 
shot. If you miss the destroyer and your 
shot stays on the screen the ship will 
launch a deadly missile at you but if the 
shot strays off the screen the destroyer 
will not return fire, although you will 
not score points. You have to defend 
yourself against 10 ships to gain top 
marks. 

Shore Battery was written for the 
16K Spectrum by Philip Robinson, 
aged 13, of Darlington, Co. Durham. 


I DIM a(36): RESTORE Is FOR 
x = l TO 16: READ a<x>: BEEP .5,at 
x): NEXT x: DATA 0,0,2,-.6,0,2,4 
,4,5,4,2,0,2,0,-.6,0 

2 00 SUB 9000 

3 BRIGHT 1; CLS 

5 PRINT AT 1,8; INK 1;"SH0RE 

BATTERY!"; AT 2,8; INK i; H - 

7 PRINT AT 4,4; INK 3;"The o 

bject of the game is to hit the 
the menacing destroyersfrom your 

position (A). You fire by first 
entering the angle of your shot 
(Less than 66 and morethan 19), 
then the strength of the shot (U 
sually between 300 and 500)" 

8 PRINT "If your shot stays o 
n the screenand misses the ship 
will launch a deadly missile at 

your post!": PRINT "If your sho 
t leaves the screen the ship wi 
11 not fire but you will not sc 
ore anything!": PRINT "To surviv 
e you must defend your self agai 
nst 10 ships'": PRINT AT 20,5; 
INK 2; FLASH 1;"PRESS ANY KEY TO 
BEGIN!!” 

10 PAUSE 0: CLS 

15 PAPER 7: BORDER 7: POKE 236 
09,50 

20 LET 1ives=3: LET h-0: LET s 
c=0: LET ship=0: LET n#="" 

22 LET f= INT ( RND *17)+15 

23 LET b= INT < RND *13) 

24 IF lives=0 THEN GO TO 165 

25 FOR s-18 TO 21: FOR g=4 TO 
31: PRINT AT s,g: INK 1;"( igB) " 
: NEXT g: NEXT s: PRINT AT - T6,0 
; INK 0; "A;* 

26 FOR s=l7 TO 21: FOR g-0 TO 
3: PRINT AT s,g; INK 4;"<igB)": 

NEXT g: NEXT s 

27 IF shi p=10 THEN BO TO 160 


30 LET ship=ship+1: PRINT AT 
1, l;ship 

35 PRINT AT 1,1; INK l;ship;" 
SHIP"; AT 1,13;"SCQRE= ";sc; AT 
1,25;"HI = ";h; AT 3,26;n*; AT 
0,13; "A.-"; lives 

38 INK 2: PRINT AT 17.f-l:"BC 

40 INPUT "Angle of shot =";ang 
1 e 

42 IF angle>65 THEN PRINT AT 
10,0; FLASH 1; INK 2;"Angle bel 

ow 66 Please!": PAUSE 150: CLS : 
GO TO 22 

43 IF angle<20 THEN PRINT AT 
10,0; FLASH 1; INK 2;"Angle abo 

ve 19 please 1 ": PAUSE 150: CLS : 
GO TO 22 

45 PRINT AT 4,1;"Angle=";angl 

e 

50 INPUT "Strength = ";st 
55 PRINT AT 5,1;"Strength®";s 
t 

70 LET a=st* COS ( PI *angle/l 


80 FOR j=0 TO b/16 STEP .3 
85 LET c-.01*(b*j-16*j*J> 

90 IF a*j>6200 THEN GO TO 130 
95 IF c>40 THEN BO TO 120 
100 INK 0 

105 INK 0: OVER 1: PLOT .04*a*j 
+ .04,4*c +40: OVER 0: INK 0 
110 BEEP .005,c+13 
115 NEXT j 

120 IF ABS (a*b/3200-f XI OR 
ABS (a*b/3200-f+1)<1 THEN GO TO 
135 

125 LET z=f: PRINT AT 12,20; F 
LASH 1; INK 2;"MISSED": PAUSE 40 
: FOR x=0 TO f-1: LET z-z-1: BEE 
P .003,-23: PRINT AT 16,z; "D/': 
PRINT AT 16,z+l;" ": NEXT x: PR 


INT AT 16,0; BEEP .4,-20: 

LET 1ives=lives-1: IF lives=0 AN 
D sc >h THEN GO TO 180 
130 PAUSE 150: CLS : GO TO 22 

135 PRINT AT 17,f-1;""*": PRIN 
T AT 16,4; FLASH l; INK 2;"Ship 
Destroyed!": FOR n—10 TO 10: B 
EEP .05,n+3: NEXT n: LET sc-sc+1 
: PRINT AT 1,11;sc 
150 PAUSE 50: CLS : GO TO 22 
160 CLS : INK 1 

162 IF sc>0 AND h<sc THEN LET 
h-sc: BO TO 180 

165 CLS : PRINT AT 5,1;"You sa 

nk ";sc;" Ships!.Would you li 

ke another go?"; AT 10,14;"(Y/N) 
": LET 1ives=3: LET sc-0 
170 INPUT y* 

175 IF y*="y" THEN LET ho-0 AN 
D sc-0: CLS : GO TO 22 

176 IF y*-"n" THEN STOP 
178 STOP 

180 INK 1 

185 LET h-sc: LET lives=3: LET 
ship=0: CLS : PRINT AT 5,1;"Con 

gratulations you have scored. 

the most today.Please input 

your initials."Max 5 Letters" 
: INPUT n$ 

190 LET sc-0: CLS : GO TO 22 
920U FOR a= USR "a" TO USR "d"+ 


9220 DATA 4,8,16,32,80,184,56,16 

9230 DATA 0,0,0,3,255,127,63,0 

9240 DATA 0,0,192,224,255,255,25 
4,0 

9245 DATA 0,0,1,127,255,127,1,0 
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1 BORDER 2: PAPER 4s INK 6 

2 LET a=0: LET d=0: LET c= IN 
T ( RND *20): LET b= INT ( RND * 
30): LET f= INT ( RND *20): LET 
g= INT ( RND *30) 

3 LET S= INT ( RND *20): LET 
W= INT ( RND *30) 

4 LET H= INT ( RND *20): LET 
J= INT < RND *30): LET AB= INT ( 

RND *20): LET BA= INT ( RND *30 

) 

5 LET ct=688 

6 LET as= INT ( RND *20): LET 
sa= INT ( RND *30): LET SD= INT 
(RND *20): LET DS= INT ( RND * 

30) 

10 FOR x=0 TO 55: READ y: POKE 
USR "a"+x,y: NEXT x 
20 DATA 0,68,238,238,238,68,68 
,0,0,0,159,28,30,30,96,96 

30 DATA 1,7,15,31,23,29,63,55, 
224,184,244,172,254,95,239,252 

40 DATA 30,3,1,1,1,1,3,7,222,2 
24,224,192,192,192,224,224 

50 DATA 36,36,60,60,102,126,60 
,24 

70 GO SUB 7999 
AAAAAAAAAAAAA" 


95 

INK 6 




100 

FOR P= 

0 TO 

1 21 

: PRINT 

;A*: 

NEXT 

P 



149 

INK 0 




150 

PRINT 

AT 

c, b 

; "CD" 

155 

PRINT 

AT 

c + 1 

,b; "EF" 

160 

PRINT 

AT 

* ,<3 

; "CD" 

161 

PRINT 

AT 

f+ 1 

,g;"EF" 

162 

PRINT 

AT 

S,W 

; "CD" 

163 

PRINT 

AT 

S+l 

,W;"EF" 

164 

PRINT 

AT 

AB, 

BA; "G": 


AT H, J £ 1 1 G" ; AT as, sa; 1 1 G" ; AT SD 
,DS; "G^ 

165 IF ATTR (a,d)=32 THEN GO 
TO 1000 

167 IF ct=0 THEN GO TO 9000 

169 IF ATTR <a,d)=38 THEN LET 
ct=ct—1 

170 INK 2 

171 PRINT AT a,d; "ELI' 

173 LET al=a: LET dl=d 

180 LET a=a+( INKEYS ="6">-< IN 
KEYS « "7" ) 

200 LET d=d+ ( INKEYS ="5")-< IN 
KEYS =”B U ) 

201 FOR N=0 TO 5: NEXT N 
205 PRINT AT al,dl;" " 

210 GO TO 165 

1000 BEEP .02,8: BEEP .5,3: PRIN 
T ; BRIGHT 1; INVERSE 1; FLASH 1 
; INK 2;"YOU CRASHED - AND YOUR 
COMBINE HARVESTER IS A"; INK 7; 
" WRITE OFF" 

1001 STOP 

7999 INK 2 

8000 PRINT TAB 7;" AAAA HARVEST 
AAAA" 

8010 PRINT AT 2,7;"BY ROBERT BE 
I LEY" 

8020 PRINT AT 4,0;"You are a fa 
rmer.Todays job is to cut the c 
orn.But remember to avoid the tr 
ees and rabbits...." 

8030 PRINT AT 8,0;"Use the curs 
or keys" 

8040 PRINT AT 10,4;"PRESS ANY K 
EY TO START": PAUSE 0 
8050 RETURN 

9000 BEEP .09,9: BEEP .2,2: PRIN 
T ; FLASH 1; BRIGHT 1; INVERSE 1 
; INK 7;"YOU FINISHED YOUR DAYS 
WORK - IN TIME FOR TEA": STOP 


Y OU ARE a farmer and have to 
harvest the corn on your land. 
There are trees and rabbits 
which must be avoided, as they will 
cause irreparable damage to your com¬ 
bine harvester. Be careful not to go off 
the screen, as that will cause the 
game to end. Use the cursor keys to 
move the combine harvester. 

Harvester was written for the 16K 
Spectrum by Robert Beiley, aged 10, of 
Billericay, Essex. 
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T HERE ARE five levels of play 
in Letter Box, level five being 
the fastest. As soon as a letter 
appears in the box in the centre of the 
screen you must press the correspond¬ 
ing letter on the keyboard. You do not 
lose a life for pressing an incorrect letter 


but you will lose a life if you do not 
press the letter shown in the time limit. 
The score, level and number of lives are 
displayed on the screen. 

Written for the 16K Spectrum by 
Pushkar Dadarkar of Ickenham, Midd¬ 
lesex. 



1 PRINT INK 0; AT 9,0,-"A LET 

15 PRINT AT 10,15;"(Ig4:g3:g7 

80 FOR G-20 TO -10 STEP -li 

: BE 

TER WILL APPEAR IN THE BOX,PRESS 

) “ 

EP .03,G: NEXT G 


THE CORRESPONDING KEY AS QUICK 

17 PRINT AT 11,15;"(ig5:sp:g5 

90 LET LVS*LVS-1 


LY AS YOU CAN." 

) " 

92 IF LVS=0 THEN BEEP .5,- 

-lOi 

3 POKE 23650,8 

19 PRINT AT 12,15;“(igl:ig3:i 

CLS : PRINT AT 11,0; INK 1: 

; "YO 

4 PAPER 5: BORDER 4: BRIGHT 1 

g2>" 

U SCORED »; FLASH 1;S; FLASH 

0;" 


25 PRINT INK 0; AT 3,23;"SCOR 

POINTS..PRESS A KEY TO PLAY A 

5 INPUT "DIFFICULTY?(1 TO 5> 

E=";S; AT 3,0; INK 0;"LIVES“";LV 

GAIN": PAUSE 0: RUN 


" ! DF 

S; AT 0,13; INK 1;"(iLslE:IV:lE: 



6 CLS : PRINT INK 0; AT 11,1 

iL:i' , :i;:iD:iF)" 

94 PRINT INK 0; AT 21,0;" 

YO 

1:"GET READY"! PAUSE 80 

30 LET Q» INT ( RND *26>+-l 

U LOST A LIFE.PRESS A KEY ": 

IF 

7 LET D=100—(10*DF > 

40 PRINT AT 11,16; INK 0;A*<Q 

INKEY* ="" THEN GO TO 94 


8 LET S=0: LET LVS=3 

): BEEP i 1,20 

96 CLS : GO TO 13 


9 CLS 

50 FOR F-0 TO D 

100 BEEP .4,30 


10 LET A*="QWERTYUIOPASDFGHJKL 

60 IF INKEY* =A* <Q> THEN GO 

120 LET S-S+-1 


ZXCVBNM" 

TO 100 

130 GO TO 25 


13 BRIGHT 1: INK 4s PAPER 5 

70 NEXT F 

200 SAVE "TOUCH-TYPE" LINE 

1 




f HEN the program is RUN, a commands L, R, B and F to direct the 
random maze is generated car. If you are successful you score 10 
and a car is placed at the points and progress to a more difficult 


bottom of the screen. You have to plot 
the movement of the car so that it will 
reach the top safely without crashing 
into the walls of the maze. Use the 


Computer Car was written for the 
16K ZX-81 by Michael McRoberts of 
New Brighton. 


PUTER 


J tff KKKI 

5 FaIt 

6 LET Dir=DIF+10 
10 FOR A=0 TO DIF 

20 PRINT AT RND+21,RND*31; 

30 NEXT A 

35 slow 

4.0 let A*21 

4.5 LET X«A 

50 LET 8a15 

55 LET Y =8 

60 PRINT AT A,8;“O" 

70 INPUT A* 

80 FOR Z*1 TO LEN AS 

90 PRINT AT X ,Y; *' "j AT A,B;"0" 

91 LET X*A 

92 LET Y«B 

100 LET A-A+<A*(Z)-”8")-<A»(Z)* 
,.110 LET 8*8+(At(Z) »"R") -(At(Z) « 

120 PRINT AT A,8; 

130 IF PEEK (PEEK 16398+256*PEE 
K 16399) <>0 THEN GOTO 200 
135 IF A*0 THEN GOTO 300 
140 NEXT Z 
200 FOR Z*0 TO 10 
210 PRINT AT A,Bj"Q",AT A,8;"B" 
220 NEXT Z 
230 CLS 

240 PRINT "YOU CRASHED"."D 

0 YOU UANT ANOTHER GO?" 

245 PRINT AT 15,0;"YOURE SCORE 
UAS "JflCORE," POINTS" 

280 IF INKEY$«"Y" THEN RUN 
260 IF INKEY*="N" THEN STOP 
270 GOTO 250 
300 CLS 

310 PRINT "UELL DONE YOU HADe I 
T.","YOU GET 10 POINTS." 

320 FOR T*0 TO 50 
330 NEXT T 

335 LET SCORE"SCORE+10 
340 GOTO 3 

350 SAUE "COMPUTER CAS" 

360 RUN 
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THE COMPUTER PROGRAM 
COPYRIGHT REGISTER 



The governments of the following countries and states arc 
signatories to both or either of the Berne Copyright Union and 
the Universal Copyright Convention: 

AUSTRALIA, AUSTRIA, BRAZIL, CANADA, DENMARK, 
FINLAND, FRANCE, GREECE, INDIA, IRELAND, ISRAEL, 
ITALY, JAPAN, LIECHTENSTEIN, LUXEMBOURG, KENYA, 
NETHERLANDS, NEW ZEALAND, NIGERIA, PAKISTAN, 
SOUTH AFRICA, SPAIN, SRI LANKA, SWEDEN, SWITZER¬ 
LAND, THE UNITED KINGDOM, THE UNITED STATES OF 
AMERICA, URUGUAY, VENEZUELA. WEST GERMANY 
AND YUGOSLAVIA. 

Authors who wish to protect the copyrights of their computer 
programs against infringement by unauthorised users in any 
of these countries or who may consider selling, leasing or 
hiring their programs to companies which trade in any of these 
countries are recommended to register before publication or 
commencement of marketing. Registration forms and infor¬ 
mation leaflets may be requested by telephone between 
10.00 am. and 4.00 pm., Mondays to Fridays, (Public Holidays 
excepted), or by letter addressed to the Inquiries Department. 

01 - 898 2385 


THE COMPUTER PROGRAM COPYRIGHT REGISTER 

WYE HOUSE, TANGIER ROAD, RICHMOND, TW10 5DW 




The easiest way to become computer literate 


All the best listings in 
Basic, machine code, 
Forth and many more 
languages plus 

• Programming advice 

• Language courses 

• Software reviews 

EXPAND YOUR MIND AND 
YOUR MACHINE 

SUBSCRIBE TO SINCLAIR 
PROGRAMS TODAY 


! SUBSCRIPTION FORM 

I Mail to: ECC Publications Limited: 

I 196 200 Balls Pond Road, London N1 4AQ 
I Yes — I’d like to subscribe to Sinclair Programs 
I (12 issues — price £13.20) 

I I enclose a cheque for £_ 

I Please charge my credit card: 

I Card name_Number_ 

I Name_Address_ 

I_ 

I Signature_Date_ 

I N.B. This offer applies to U.K. subscribers only. Overseas rates available on request. 
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Cetttih 


High-res revolution 
has been achieved 
on ZX-81 computers 


I AM writing to say how 
pleased I was when 5 a few 
weeks ago, I received a game 
called Forty Niner for the 
16K ZX-81. When I LOAD- 
ed it I nearly died of shock 
when I came to face a 
cosmic cockerel in hi-res 
graphics. The game is excit¬ 
ing and highly addictive and 
makes great use of high reso¬ 
lution. 

It has a hall of fame, five 
skill levels and lets users de¬ 
fine their own keys for use. In 
case anyone thinks I am talk¬ 
ing about a Spectrum game, I 
am not. This is definitely my 
favourite game for the ZX-81 
and, to me, it is definitely my 
favourite game by miles — 
no, light years. 

Software Farm is the cul¬ 
prit behind this revolution. 
You can also be expecting 
new games in its high-res 
range. This is only number 
one. So, before you rush to 
buy your Spectrum, think 
first. 

It is difficult to explain this 
piece of excellence so, if you 
want to find how fantastic it 
is, buy it. If anyone can beat 
my brother’s high score of 
46,469, write to Sinclair Pro¬ 
grams. My personal best is 
39,896. 

Daniel Popplewell, 
aged 12, 
Bradford. 

The Snowman 

WELL DONE, Raymond 
Briggs and Quicksilva. Their 
game, The Snowman, de¬ 
serves terrific success for hav¬ 
ing no violence in it. It 
always amazes me that orgies 
of mindless zapping and de¬ 
struction can be the product 
of brains which can create 
highly-original machine code 
games. 

An example is the game 
City Lander, which instructs 


the player to bomb as many 
buildings as possible to clear 
a landing area. That printout 
was published in the Christ¬ 
mas issue of Sinclair Pro¬ 
grams under the title Moscow 
Raid. Would it have been as 
readily printed under the ti¬ 
tle, say, Washington Raid? 

Nick Thompson, 
Langport, Somerset. 

Worm record 

WHILE READING the 
April edition of Sinclair Pro¬ 
grams I read the letter 
titled Worm record from 
Peter Clarke. He said he had 
scored 176,400 and reached 
level seven a second time. I 
recently scored 403,335 
which is a new record. I com¬ 
pleted level seven five times 
and, at one point in the third 
round, I had five worms. 

Jenny Matthews, 
aged 13, 
Hoddesdon, Herts. 

• Worm Game was published 
in the March/April 1983 edi¬ 
tion of Sinclair Programs. 

ZX-81 

hardware 

THANK YOU for a great 
magazine. I have never had a 
better computer magazine. 
The one thing which disap¬ 
points me, and I am sure 
many readers will agree, is 
that most of the advertise¬ 
ments are for the Spectrum. 

In the December issue on 
page 15 it read “Sinclair Spe¬ 
cial Inside. New Interface 
Two and ROM cartridges. 
New Software”. 

Cartridges for my ZX-81,1 
thought, but when I turned 
to page 17 and read “The ZX 
Interface 2 is the latest new 
peripheral for the Spectrum” 

I was full of disappointment. 


Because, as it was near to 
Christmas, I could have had 
one for my present as it was 
only £19.95. I am sure that it 
would not take much to make 
a game or interface for both a 
Spectrum and ZX-81.1 think 
it would please many readers 
if Sinclair Research did that. 

Freddy Powell, 
aged 13, 
Waltham Abbey, Herts. 

• A spokesman for Sinclair 
Research said recently that 
there were no plans to produce 
new hardware for the ZX-81. 

Worm again 

IN Sinclair Programs in 
April, Peter Clarke said he 
had a new record on the 
Worm Game of 176,400. Re¬ 
cently I have achieved a new 
record of 439,870. I complet¬ 
ed stage seven four times and 
reached stage four on my 
fifth lap. 

Lee Gordon, 
aged 14, 
Plymouth, Devon. 

Scrolling 

I OFFER a POKE command 
which scrolls one line on the 
Spectrum screen over and 
over again: 

10 FOR n= 1 TO 255 
20 POKE 23606,n 
30 PRINT AT 10,0; 
“ABCDEFGHIJK 
Imnopqrstuvwxyz” 

40 NEXT n 
50 GOTO 10 

David Pankhurst, 
Stroud, Kent. 

Zap record 

I HAVE beaten the best time 
for the game Zap-Zap, which 
is 36 set by Andrea Woobery. 
The time I have set is 31 time 
units. 

I have had my ZX-81 since 
October, 1982 and I have 
written a few adventure 


games for the 16K and two 
IK games since then. I am 
hoping to upgrade to a Spec¬ 
trum soon. 

I think Sinclair Programs is 
ace and I buy it every month. 

Denis Butler, 
Fakenham, 
Norfolk. 

Slow loader 

PLEASE inform F Jugg — 
Sinclair Programs, April — 
that the Slow Loader works. 
We have 16K ZX-81 pro¬ 
grams operating perfectly on 
our 48K Spectrum, thanks to 
Slow Loader. 

I think perhaps he has not 
tried a low volume setting. 
The volume control on my 
recorder runs from one to 12. 
The volume at which the 
Slow Loader works is just less 
than one — yes, one. He may 
at first get garbled versions. 
He should make minor ad¬ 
justments to the volume sys¬ 
tematically until the 
translation is perfect. 

G L Budden, 
Burnham-on-Sea, 
Somerset. 

ZX pen-friend 

I AM Brazilian and a ZX-81 
owner and I like Sinclair Pro¬ 
grams. I have 300 programs, 
games and others, and I 
should like to exchange pro¬ 
grams and information with 
British people. 

I should like to know about 
the Sinclair User Group and 
if I could be a part of it. 

Andre Koch Zielasko 
Av. Fmancipa^ao 
403 sala 2 
Tramandai — RS — 95590 
— Brazil. 


Binders 

I FEEL your magazines are 
very good and think they are 
getting damaged on the shelf • 
at home and am wondering if 
you could produce a strong 
binder to protect them — a 
binder which holds 12 copies 
like the ones for other maga¬ 
zines. The binders could 
have the volume number and 
the name on it. 

J Bentley, 
Plymouth, Devon. 
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Enjoyable version of 
an old racing favourite 


K night driver provides its 

players with a birds-eye view of 
the car to be controlled. The 
aim is to drive the car round a compli¬ 
cated circuit. Controls are accelerator, 
brake and steering to left and right. 

The road is very narrow and attempt¬ 
ing to remain on it at speed is no simple 
task. Learner option allows players not 
to lose a life when they steer off the road 
but limits time allowed to complete the 
circuit. That time is short and any 
player who can negotiate the course at 
sufficient speed to complete it in that 
time should choose the professional op¬ 
tion. 

Professional limits players to five 
lives, one of which is lost whenever the 
car is steered off the road. Beginners 
will find it difficult to move more than a 
few inches without losing all five. 

Automatic option allows the com¬ 
puter to guide the car round the course. 
It gives some idea of what the course is 
like, how long it is, and where the most 
difficult bends and obstacles are. 

Racing car games are not new but 
this is a difficult and enjoyable version. 
Knight Driver is produced for the 
48K Spectrum by Hewson Consultants 
Ltd, 60a St Mary’s Street, Wallingford, 
Oxfordshire and costs £5.95. 

Study software 

PENGUIN Study Software has re¬ 
leased a range of study cassettes for 
people studying the Shakespearian 
plays Macbeth, Twelfth Night, Romeo 
and Juliet, Julius Caesar, The Merchant 
of Venice and Henry IV part one. One 
cassette is dedicated to each title and the 
cassettes reviewed by Sinclair Programs 
were Romeo and Juliet and Julius Cae¬ 
sar. 

The programs make use of the com¬ 
puter as a database from which infor¬ 
mation can be called-up under subject 
headings or cross-referenced and com¬ 
pared. Searches for references can be 
made under character or theme head¬ 
ings and limited to specific acts or 
carried across the entire play. 

Summoning-up references to two or 
more subjects together can suggest 
themes or images in the play which 
have not been noticed previously. When 



This month we focus on 
a selection of games 
and on the new range of 
software for students 
of Shakespeare from 
Penguin Books 


SHAKESPEARE 

ROMEO AND JULIET 


a reference is shown on-screen, the 
other headings under which it could be 
classified are given, so that a student 
can choose to change the direction of 
the search. 

Students are referred to specific act, 
line and scene numbers in The New 
Penguin Shakespeare version of the play. 
Information on-screen acts as a gloss or 
comment on the lines mentioned and is 
designed to make the student think 
more carefully about those lines. Ques¬ 
tions raised by the program are not 
answered in it, so the program would be 
most useful when used with guidance 
by an experienced teacher. 


The cover specifies that the cassette 
can be used by O level and CSE stu¬ 
dents. Points raised by the program and 
its cross-referencing system would be 
useful to students for those examina¬ 
tions and also to A level students. 


The cassettes are £5.95 each and are 
produced for the 48K Spectrum by 


Penguin Books Ltd, 536 Kings Road, 
London SW10. 

Blue thunder 

THE AIM of Blue Thunder is to steer 
a jet helicopter across the sea and is¬ 
lands, avoiding all attacks from enemy 
missiles and barrage balloons, to reach 
and destroy the nuclear reactor and thus 
rescue your comrades who are trapped 
there. 

The graphics are very well done. As 
the helicopter moves, so the landscape 
scrolls smoothly across the screen. The 
helicopter movements and changes in 
direction are equally well-displayed. 

The game, however, is unexciting. 
After a few runs the majority of attacks 
become predictable and it is possible to 
reach the nuclear reactor by moving 
upwards, waiting the appropriate 
length of time and then flying left. That 
is a useful facility for those who are 
trying to eat their lunch, or drink a cup 
of coffee, or do anything else while 
playing the game, but for those who 
require a game to be interesting 
throughout it is a major disadvantage. 

Blue Thunder is produced by Found¬ 
ry Business Systems Ltd, 2 Station 
Road, Walsall, West Midlands WS7 
OJZ and costs £5.95. 

Dr Franky 

THE PLAYER takes the part of Dr 
Franky who is trying to bring his 
monstrous creation to life. To do it, 
flasks of life-giving chemicals must be 
collected from one side of the dungeons 
and carried to the monster on the other 
side. Of course, in a computer game 
things are never so simple. Dr Franky is 
being chased by the ghosts of his pre¬ 
vious victims, the floors of the dun¬ 
geons are riddled with holes, and 
crossing the dungeons involves jumping 
on and off a very unsafe lift. 

The game is fast and furious, for the 
ghosts seem to be everywhere at once, 
so, for some time, it can be difficult to 
decide how to move more than a few 
inches without being killed. The screen 
layout, the ghosts, the difficulties of the 
game are not startlingly original. 

Nevertheless, despite the air of deja 
vu which many buyers will feel, the 
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game provides a real challenge even for 
the most experienced arcade games 
player. 

Dr Franky is produced for the 48K 
Spectrum by Virgin Games Ltd, 61-63 
Portobello Road, London W11 and 
costs £5.95. 

Jokers Wild 

JOKERS WILD is divided into two 
sections — adventure and action game. 
To play the adventure, skill level four of 
the action game must be reached. At the 
end of each skill level, clues for the 
adventure are provided, all of which 
remain obscure until the adventure is 
reached. 

Novel features of the action game are 
the compression of the maze format into 
a grid, making it much more difficult to 
become accustomed to the maze layout; 
the fast-moving — but predictable by 
the very alert — movement of the 
knaves and the provision of a separate 
adventure game, as a reward for the 
skilful player. 

Jokers Wild is produced for the 16K 
or 48K Spectrum by Phoenix Software, 
Tel: 01-868 3353 and costs £9.99. 

The Skull 


THE SKULL, by Games Machine, 
appears to be a three-dimensional ver¬ 
sion of Pac-man-type game. The aim is 
to move round a three-dimensional 
maze, amassing points by collecting as 
much treasure as possible. 

Also wandering round the maze are a 
series of large skulls, which will kill the 
hapless player who meets them. They 
can be killed only if the player has 
recently picked up a cross. 

The maze is on several levels. Move¬ 
ment from one to another is by accident 
through a broken trapdoor, or by design 
down a ladder. 



ENTER THE CATACOMBS 
HUNT THE TREASURE 
AVOID THE TRAPS ^ 


WATCH OUT 
FOR SKULL! 


SofftjfOCUA. 


The graphics and screen layout are 
good, the movement is smooth. Maze 
games, however, both two- and three- 
dimensional, have become common¬ 
place on the Spectrum and The Skull 
has no features which make it stand out 
from the other games of its type. 

The Skull is produced for the 48K 
Spectrum by Games Machine Ltd, 40, 
Fretherne Road, Welwyn Garden City, 
Herts AL8 6NU and costs £6.95. 



Oracle's Cave 

ORACLE’S CAVE is a superb animat¬ 
ed adventure for the 48K Spectrum. 
The player’s quest is to negotiate the 
Oracle’s Cave complex, find the cho¬ 
sen quest item, collect four items of 
treasure, kill the oracle and escape. 

Each movement through the caves is 
shown on-screen, in a display which 
scrolls smoothly from left to right and 
up and down. The screen display is 
divided into several areas — a map of 
the cave showing areas which have been 
explored and which do not contain 
monsters; a list of options open to the 
player; a response to the player’s last 
choice; a chart showing the player’s 
progress; and the display of the action. 

The game has a time limit of five 
days, which means that the player must 
always clock-watch and avoid taking too 
many rests. The time limit means that 
the game never continues for too long 
and it can easily be played several times 
in one session. 

Playing the game several times i$ 
important, since there are several strate¬ 
gies to be worked out. It is important to 
collect sufficient weapons to be able to 
escape to freedom, to know where the 
most valuable treasure can be found, 
and to know when to explore and when 


not. The key is important, so do not try 
to finish the game without it, or you 
will never see the blue sky and the 
mountainside outside but will perish in 
the caves. 

Oracle’s Cave is produced for the 
48K Spectrum by Doric Computer Ser¬ 
vices, 3 The Oasis, Glenfield, Leicester 
and costs £7.95. 

Colditz 

FULL MARKS to Phipps Associates 
for providing reviewers with a map of 
locations in its latest adventure game, 
Colditz. The map shows that escape 
from the German prisoner-of-war camp 
is possible but that there are numerous 
problems to be faced en route. 

The game combines graphics and 
text to provide a clear description of the 
player’s situation at each point. 

The text often includes the sound 
made at a location and it is best to pay 
close attention to those descriptions, as 
any loud noise can alert the guards to 
the fact that a prisoner is trying to 
escape. 

There are many objects to be collect¬ 
ed and used, which creates problems, 
because there are limitations as to how 
many objects a player can carry. 

Never assume that because every¬ 
thing which has been found cannot be 
carried at once that it is not all useful. 

The game contains plenty of action. 
There arc guards to avoid and kill, 
tunnels to dig, wire to cut, a prisoner to 
rescue, and the final challenge of mak¬ 
ing sure that the guards cannot follow 
once the escape has been effected. 

It is an excellent adventure, well 
worth the time required to complete it. 

Colditz is produced for the 48K 
Spectrum by Phipps Associates, 172 
Kingston Road, Ewell, Surrey KT19 
OSD and costs £6.95. 
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Taking the easy route 
to better programs 


Games Designer, Hurg 
and The Quill allow be¬ 
ginners to produce ma¬ 
chine-code games. We 
look at these three pro¬ 
grams in detail. 

P ROGRAMMING a Spectrum 
with an original game is not diffi¬ 
cult. Simple games can be written 
within hours of first using a computer, 
with the knowledge gained from read¬ 
ing the first chapters of the manual. 

When those games are compared, as 
they are bound to be, to professional 
software, they are found to be sadly 
lacking. The graphics are unsophisti¬ 
cated, the sound is unexciting, and the 
speed is slow. As original home-made 
creations they have their charm but 
many programmers find themselves 
wishing they knew an easy route to 
machine code and good programming. 

It is for everyone who ever wished 
they knew such an easy route that three 
programs have been put on the market. 
The Quill by Gilsoft, Games 
Designer from Software Studios and 
Hurg from Melbourne House are all 
easy routes to professional-style games 
programming. 

Games Designer is complete with 
eight pre-recorded games which have 
been written using the designer pro¬ 
gram. 

While playing the games, common 
themes become apparent. Each consists 
of one creature/object, defending itself 
by destroying attacking waves of other 
objects/creatures. Each creature is a 
sprite graphic; that is a graphic which is 
much bigger than a user-defined graph¬ 
ic and which moves smoothly across the 
screen as a whole. The movement is 
smooth and fast and the sound is not a 
series of beeps, as in a Basic program, 
but a variety of rising and falling ma¬ 
chine-coded noises. 

Menu-driven 

Games Designer is menu-driven and 
arrives with a short instruction booklet. 
The main menu allows the user to load, 
save or play a game, to change the game 
being played, to alter the sprites, their 


configuration, their movement and the 
attack waves. Once one of those options 
has been chosen, a secondary menu or 
some other list of options is displayed. 

The configuration option on the 
main menu produces a variety of op¬ 
tions. The background or foreground 
colour of the screen during the game 
can be changed, sounds can be defined, 
and the general format of the game can 
be changed. Game formats are based on 
existing types of game. The choices are 



Invaders-type, Asteroids-type, Scram¬ 
ble-type and Berserk-type. 


Two hours only 

Games Designer is fairly simple to 
use and a first game can be completed in 
two hours. Once each section of the 
program and of the instruction manual 
has been understood the program can 
be used easily and machine-coded 
games can be designed quickly and 
efficiently. A major difficulty is that the 
games are all of the same type and that 
it does not take long for the format to 
become uninteresting. 

The Hurg package is complete with 
three games designed with its help. 
They show far more variety than those 
in the Games Designer package. One is 
a version of Pac-man, while the other 
two are unlike other games on the mar¬ 
ket. The games feature animated sprite 
graphics, including a manic koala bear, 


complicated screen layouts and a variety 
of scoring procedures. 

The catch is, of course, that no games 
design program, however good, can do 
all the work and there is a great deal for 
the player to do before a professional- 
looking game can be produced. Each 
sprite graphic must be designed, the 
screen layout must be produced, com¬ 
plete animation cycles in all directions 
must be devised—the list goes on and 
on. 

Bewildering variety 

With so much to do and so many 
options in it, Hurg necessarily contains 
a bewildering variety of menus, within 
which it is easy to become lost. The 
instruction manual is not nearly clear 
enough and leaves much to guesswork. 
Despite the comment at the beginning 
of the booklet that “any combination of 
options can make a valid game”, a large 
variety of combinations can produce 
nothing like a valid game. 

At the end of the instruction booklet, 
hidden in Appendix A, are the instruc¬ 
tions which would best be given at the 
beginning of the manual, on how to find 
and use the correct menu at the correct 
time and thus write a simple Hurg 
game. 

The first step is to re-set Hurg and 
thus clear any previous attempts at 
games. The next stage is to create the 
background which will appear on¬ 
screen. That should be designed sepa¬ 
rately and LOADed into the main pro¬ 
gram at that point. There is no help 
with design, although it is suggested 
that the program Melbourne Draw 
could be used. 

It would have been more helpful to 
let users know before they LOADed the 
main program that the screen design 
should be completed previously. Users 
without Melbourne Draw will find that 
some knowledge of Basic programming 
is needed to create a satisfactory back¬ 
ground. 

Designing the player’s character is 
done in a sub-menu. The character can 
be a variety of sizes although, at first, it 
is best to follow the instructions and 
create the simplest possible character of 
the size two columns by two rows. As in 
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Games Designer, a grid is supplied on 
which characters can be designed quick¬ 
ly and easily. 

The design menu is slightly confus¬ 
ing. If you have chosen an animation 



count of 2, as suggested in the booklet, 
the program will expect you to design 
two characters. The game will then use 
those characters alternately to produce 
an animated effect, so designing, for 
example, a lettuce followed by a cricket 
bat, will quickly prove a strain on the 
eyes. The easiest shapes are lines and 
crosses of varying lengths and sizes, for 
they give an effect of animation quickly 
and easily. 

Once the player has been defined and 
modified, the first alien can be pro¬ 
duced in the same way and the fire 
button action can be chosen. Any other 
necessary aliens can be defined. The 
game will probably, at that point, re¬ 
semble a machine-coded version of a 
beginner’s Basic game — very crude, 
undeveloped and probably not very ex¬ 
citing. 

Effective aid 

Users who reach that stage will al¬ 
ready have spent some hours using the 
program, criticising the very sketchy 
instruction booklet and sorting-out one 
menu from another. Hurg is a very 
effective tool for producing games but it 
is not as simple to use as the publicity 
suggests. It seems likely that people 
who have the time and patience to learn 
to use it will also be those who have the 
time and patience to use machine code. 

Nevertheless, even to people who can 
use machine code it would be useful for 
trying ideas. If Melbourne House were 
to produce a better instruction manual, 
preferably with a detailed breakdown of 


how one of the pre-recorded games was 
created, together with diagrams, Hurg 
would be unbeatable value. 

Hurg allows users to produce any 
arcade game for the Spectrum. The 
Quill by Gilsoft enables users to pro¬ 
duce any text-only adventure. Gilsoft 
also allows users to market games pro¬ 
duced in that way and a number of 
games already on the market were writ¬ 
ten using it. 

As with Hurg, The Quill very quick¬ 
ly makes it clear that the user cannot 
expect something for nothing. An ad¬ 
venture contains a large number of loca¬ 
tion descriptions. Each of those must be 
typed into the computer. An adventure 
has a large vocabulary and each word to 
be understood must be entered. Most 
important, everything which the adven¬ 
turer asks the computer to do must 
provoke some response and each of 
those responses must be entered. 

The manual explains in detail how to 
create a very simple adventure, which 
involves exploring a house, opening a 
safe, removing a jewel and taking it to 
the correct part of the house. That is a 
very short adventure, with very few 
locations and very limited vocabulary. 

Ten options 

To create your own adventure of that 
size, using The Quill would take some 
five hours’ work. The sheer volume of 
information to be entered means that, 
even when the user knows exactly what 



to enter, and has already debugged it, an 
adventure of that size would take 
around an hour-and-a-half to enter, 
longer for inexperienced typists. 

Ten options in the main menu are 
those used to create the main body of 
the adventure. The vocabulary table 


must contain every word which the 
program will be expected to under¬ 
stand. Adventurers who have been puz¬ 
zled when a location description in an 
adventure contains words which the 
computer does not understand will see 
that the reason is that the location table 
is different from the vocabulary table. 
Each word in the vocabulary is given a 
number. Synonyms, such as UP, U and 
ASCEND, are all given the same num¬ 
ber, so that they will all be treated in the 
same way by the computer. 

Provoke responses 

The words with the lowest numeric 
values in the vocabulary table are treat¬ 
ed by the program as directions, so that 
they provoke the response “I can’t go in 
that direction” if they cannot be used in 
a location. Words with higher numeric 
values provoke the response “I can’t” 
when used at the wrong time. 

The object table is separate from the 
vocabulary table. It must include every 
object to be used, e.g., sword, food, 
light. Object zero will always be treated 
by the program as a source of light, a 
torch for example, which will illumi¬ 
nate dark places. Some objects which 
seem the same must be listed separately. 
The open safe and the closed safe are 
treated by the computer as two different 
things, as are the torch and the lighted 
torch. 

Once objects have been entered, the 
text for each location should be entered. 
Locations, like objects and vocabulary, 
are all given numbers. Objects can then 
be given a start location, which tells the 
computer in which room to place them. 
Some objects, such as the lighted torch, 
do not have a start location and must be 
defined as not created. 

Draw a map 

When creating an adventure it is best 
to begin with a map, which will serve as 
a reminder of where everything is. It is 
also useful to write on paper exactly 
what has been typed into the database. 
In that way, if the spanner is to begin 
life in the living room it is not necessary 
to refer to different tables to find that 
the spanner is object one and the living 
room location 20. 

The Quill is an excellent program 
which enables patient users to produce 
thought-provoking, professional adven¬ 
tures. It also provides valuable insights 
into how adventure games are put 
together. By using the program for a 
few hours it is possible to learn a good 
deal about how adventures are created 
and how they can be solved. 
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REGARDEZ 

LANGUAGE LEARNING AIDS FOR 
FRENCH, GERMAN & SPANISH 

SPfC/WM (W/0 

As used in numerous schools and colleges these programs provide o 
highly successful aid to modern language learning Each cassette 
contains a sophisticated control program and a comprehensive senes ot 
vocabulary lessons which can be used in a variety ol sell-paced learning 
and lest modes Words, phrases etc are displayed with oil necessary 
accents and special characters, different colours are used for masculine, 
feminine and neuter words to assist gender learning 

The programs are suitable for beginners. O-level and beyond as simple 
commonds enable new lessons in vocabulaty or grammar fo be created 
by the user, edited as required, then permanently saved for later use 
Invaluable for homework and exam revision! 

Two cassettes ore available for each language, together these contain a 
vocabulaty of thousands of words; Level A provides 16 lessons in general 
subjects. Level B provides a further 16 lessons including adjectives, adverbs 
and fully conjugated verb lists 

Available from your computer store or by mail order Price £9 95 
Also Available "ANSWER BACK General Knowledge Quiz" Price £10 95 
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German ♦ TUT 

Busier 


\\Y-\Y. urn! iirtlH!! ifnji ”*iif! 

»I m -Hm* HHi * 5 si: si: -si "sms* *«///* 


Pleose supply the following programs 


the French Mistress level A « £9 95 □ 

the German Master level A a £9 95 □ 

the Spanish tutor level A «t £9 95 □ 

ANSWER BACK (Senior) « £10 95 Q 


« 19 95 O the french Mistress level B it £9 95 □ 

« £9 95 O the Germon Master level B * £9 95 (. i 

a £9 95 □ the Spanish tutor level B it £9 95 □ 



MAIL ORDER PROTECTION SCHEME 

Advertisements in this magazine are required to conform to 
the British Code of Advertising Practice. In respect of mail 
order advertisements where money is sought in advance of 
the despatch of goods the Code requires the advertiser to 
despatch goods within 28 days, unless a longer period is 
stated. Where goods are returned to an advertiser, unda¬ 
maged, within 7 days, the purchaser's money must be 
refunded, plus the cost of returning the goods. The reader 
should retain evidence of despatch. 

If you order goods from mail order advertisements in this 
magazine and pay in advance of delivery you will be 
considered for compensation under the Scheme if the 
advertiser becomes insolvent or ceases to trade provided 
that: 

(a) you have not received the goods, or a refund in 
respect of returning same, AND: 

(b) you write to the Advertisement Manager of this 
magazine, stating the facts, not earlier than 28 days from 
the date of the order and NOT LATER THAN THREE 
MONTHS from the date on which the advertisement ap¬ 
peared. 

THE SCHEME ONLY COVERS ADVANCE PAYMENT SENT 
IN DIRECT RESPONSE TO AN ADVERTISEMENT IN THIS 
MAGAZINE. IT DOES NOT COVER: 

(a) Classified advertising; 

(b) payment made in response to catalogues, brochures, 
etc. received as a result of responding to such adver¬ 
tisements; 

<c) advertisers offering services as opposed to goods. 

Id) claims where payment is made with Access or 
Barclaycard and where the cost of the goods is over 
£30. In this case claims should be made to the Credit 
Card Company concerned. 

Full details of the Scheme are available by sending a 
stamped and addressed envelope to Mail Order Protection 
Scheme, Periodical Publishers Association, Imperial 
House, Kingsway, London WC2B 6UN. 


MACHINE 
CODE TEACHER 

FOR THE 48K SPECTRUM 

Imagine a program that can tell 
you the meaning of every machine 
code word and what you should 
type to get the computer to do 
each command . 


plete beginners or semi experts 
and is now available from Peekay 
Software lor just £6.95. 

Write for more details 

To: PEEKAY SOFTWARE, 
DEPT SP, 

38 BERTON CLOSE. 
BLUNSDON. WILTS. 

SN2 4BE 


SPECTRUM - ZX-81 

Overheating? Noisy? Keyboard runs 
hot? Problem solved with the P R 
Adaptor. No soldering, no dismant 
ling, just plugs in place. £8.95p. 
+ 75p. P&P. With power reset 
button for instant system reset 
£10.95p. +75p P&P ZX power 
supply repair service £5.95 inc P&P 
24 hr Ansaphone 
0302 530545/539747 
Chequcs/P.O. to: 

P. R. ELECTRONICS. SP6, 

14 Bretby Close, Doncaster. 

S Yorks DN4 6EL 
Available over the counter from: 
Modern Electronics. Market Road, 
Doncaster. ERC—Soft. Heinrich 
strasse 93. 4000 Dusseldorf 1. 


I have a BBC/Eleclron/Speclrum computer (delete as necessary) 
Mr/Mrs/Miss 


Post code 

l enclose a cheque/postal order for £_payable fo KOSMOS Software 

KOSMOS SOFTWARE 

1 Pilgrims Close. Hartington. DUNSTABLE. Beds LU5 6LX 
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If it takes decisions 
then it is programming 


This month David Janda 
explains how your com¬ 
puter can compare in¬ 
formation and make a 
decision based on its 
findings. 

HAT IS a programming lan¬ 
guage? Or to put it a better 
way, what qualifies as a pro¬ 
gramming language? The answer is the 
ability to program tests and act on 
them. That is the fundamental power 
behind all programming languages and 
it enables us to program computers to 
take different courses of action. 

For a better idea, you should look at a 
Basic program in two ways — first its 
physical layout and then its logical one. 
Program one asks the user to enter two 
numbers which are then added, sub¬ 
tracted and multiplied by each other 
and the results are printed. 

Note that there are no decisions in 
the program and the logical flow of 
control is from the top to the bottom. 
That means that type of program is not 
very flexible. You can perform only set 
operations on data such as our two 
numbers. 

Control constructs 

Program two, on the other hand, is 
different. We have introduced the IF 
condition(s) THEN action construct, so 
we can start to test the data entered and 
then perform operations exceptional to 
the test. Two important things should 
be noted. First, the program logic is still 
sequential, from top to bottom. Second, 
the action part of the IF is limited so it 
is best to make good use of it. 

The third example shows how best 
the IF. .THEN.. construct can be used. 
Instead of using it to make a decision on 
some set of data and then perform one 
action, using GOSUB and GOTO after 
the THEN means that you can jump 
conditionally to another part of the 
program where a group of actions can 
be executed. That group of actions 
could even include more conditional 
jumps. 

The Sinclair machines do not offer 
many control constructs; we have the 
bare essentials. It should be noted that 


although other Basics, such as BBC 
Basic, offer more structured and flexible 
control constructs, it is possible to emu¬ 
late many of them in Sinclair Basic. 

For the ZX-81, the IF statement 
takes the form of IF condition(s) THEN 
action. So far as branching is concerned, 
GOTO and GOSUB are provided as a 
means of passing control to other parts 
of a program. A third method of passing 
control is provided in the form of USR. 
That is very similar in operation to 
GOSUB, insofar as it passes control to a 
machine code program and, after the 
program is finished, control is then 
passed to the next line of Basic. 

USR can be used to return a value to 
the Basic program. That is achieved by 
calling a machine code program with: 

LET A = USR n 

where A is a numeric variable and n is 
I Diagram 1. 
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SPECTRUM 



NEXT LINE 


the address of the machine code pro¬ 
gram. After the machine code is fin¬ 
ished and control is returned to Basic, 
the variable will contain the value of the 
register pair BC on return from the 
machine code program. 

That may not seem to be of much use 
at first but if you have a super-fast 
random number routine in machine 
code you can load BC with the number 
and, on return to Basic, your selected 
variable will hold the number. 

Machine code 

That applies to the Spectrum with 
these differences. First, because multi¬ 
ple statement lines are allowed for on 
the Spectrum, it is possible to have 
more than one action after the THEN 
statement. That is useful if you wish to 
do two things and it can save some 
space. Second, do not be confused with 
the USR function on the Spectrum; it 
has two purposes—first to call a ma¬ 
chine code program and second in de¬ 
fining user-definable graphics. 

So what exactly is a condition and 
what has it to do with decisions? First, 
it is best to look at the whole structure 
of the IF. .THEN. .ELSE construct. 
When the program reaches a line such 
as IF A = B THEN. . . it performs tests 
to see if A equals B. If A does not equal 
B, the rest of the line is ignored com¬ 
pletely and the program drops to the 
next line. That applies to Spectrum 
owners who have a number of state¬ 
ments after IFs. This example explains 
things a little: 

10 LET A= 1 

20 IF A = 2 THEN PRINT A : 

PRINT “OK” 

30 PRINT “THE NEXT LINE” 

When run the test will not be true so 
that A will not be printed, neither will 
‘OK’. Program control will pass to the 
next line in the program. Diagram one 
shows a flowchart for the ZX-81 and 
Spectrum IF; notice that the only differ¬ 
ence is that the flowchart indicates that 
the Spectrum can have more than one 
statement after the IF. 

The conditions in an IF statement are 
a little more complex. In a condition the 
computer is not looking to see if A* 10 
= 1 or if “BILL” < >“John”; what it 
is doing is performing a comparison test 



SINCLAIR PROGRAMS June 1984 


33 



fPtogbz/n. TutDt 



which can yield one of two results, true 
or false. Or, to put it more accurately, 
‘1’ or ‘O’. 

That applies not only for simple tests 
such as A = B but also for more complex 
ones such as IF A = B AND C = D 
THEN... Again, even though there are 
two tests, there is only one result. 

For those who have never suffered 
Boolean algebra and truth tables I must 
tell you that a little understanding of the 
subject is necessary. 

Computers are very logical, so when 
a comparison is made, there is only one 
result, true or false. In other words it is 
either equal to something or it is not; it 
is either less than something or it is not, 
and so on. There are no halfway houses. 

If we take that point and say that 
true = 1 and false=0 we can draw a 
truth table: 


Condition Condition 


1 OR 

0 

0 OR 

LU 


Once you have digested the foregoing 
consider what happens when you have a 
condition with a logical operator— 
AND, OR, NOT—in it. Let us assume 
we have four variables A, B, C, D. 
A=l, B=l, C-2 and D = 3, so look at 
the test; IF A = B AND C = D THEN. 
First the test on A and B is performed 
and they are equal so the result is true, 
or 1. 

Next the test on C and D is per¬ 
formed and the results are not equal so 



the result is 0. Looking at both tests, we 
have 1 AND 0; the condition is then 
false because AND requires both tests 
to be true. If everything is true, THEN 
can be executed, so: 

IF false AND false THEN false 
IF false AND true THEN false 


IF true AND false THEN false 
IF true AND true THEN true. 



You should be able to see that the 
third test is the same as the example. 

Finally, remember that tests can be 
made on any data using the operators 
available on the Sinclair machines. 
Multiple tests are possible using AND, 
OR and NOT as well as the operators, 
so it is possible to test for many condi¬ 
tions in only one line, after some prac¬ 
tice. 


.Cou-Ute, Quide,. 


EACH MONTH from now, Sinclair Programs will publish a list of computer courses of interest to readers. Courses with 
priority in this section will be those aimed specifically at Spectrum, ZX-81, ZX-80 or QL users, courses in Basic, Z-80 
machine code or Forth, and general introductions to computing. 

If you run such a course please write to us with full details at 196-200 Balls Pond Road, London N1 4AQ. Details should 
include the name and duration of the course, where and when it will take place, price, any qualifications needed to begin the 
course, and the extent of access for the disabled. 


Aylesbury Computer Club, do 12 Long Plough, Aston 
Clinton, Aylesbury, Bucks holds Basic and Z-80 workshops at 
many of its weekly meetings at Quarrendon School, Aylesbury 
on Friday evenings, beginning at 7.30pm. 

Grange Adult Education Centre, Aylesbury, tel: 0296- 
27342 and the Quarrendon Adult Education Centre, Ayles¬ 
bury, tel: 0296-28551, both run five- and 10-week evening 
courses on introductory Basic programming and advanced 
Basic programming. The courses cost approximately £7.50 for 
five weeks and £15 for 10 weeks. 

The Prettygate Centre, Office and Activity Centre, The 
Philip Morant School, Rembrandt Way, Colchester C03 
4QS, tel: Colchester 77458, runs a computer club on Tues¬ 
days from 7.30 to 9.30pm which alternates with a tutor-led 
course. The standard course is of 12 hours and forms an 
introduction to Basic programming. Fees are 85 pence per 
hour; pensioners and under 18s pay half-price and those in 


receipt of benefit pay 21 pence per hour. 

MSS Services Ltd, PO Box 31, Worthing, West Sussex, tel: 
0903-34755 runs a number of computer courses, many of 
which are aimed at members of specific professions. Program¬ 
ming in Basic will run from June 4-6 and will cost £275 plus 
VAT plus £15 registration fee. Microcomputers — Crash 
Course will be held on June 11 and will cost £130 plus VAT 
plus £15 registration fee. Programming in Basic is from June 
18-21 and will cost £320 plus VAT plus £15 registration fee. 

City of London Polytechnic, Short Course Unit, 84 Moor- 
gate, London EC2M 6SQ, tel: 01-283 1030 will be running 
An Introduction to 6502 assembly language programming on 
June 6 from 6-8.30pm. At the end of the evening, students 
should be able to write machine language programs, programs 
which may stand on their own or perform utilities called from 
programs in Basic. The cost is £35. 
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T RAVEL through the cave 
avoiding the stalactites and sta¬ 
lagmites and docking for fuel 
when necessary. You have to reach the 
exit sign to get to the next level. Oc¬ 
casionally you will be subject to an 
attack but if you survive you can contin¬ 
ue your journey. Your fuel, which 
will be high, medium, low or almost 
empty, is displayed on-screen at all 
times. If you choose to play a faster 
game your score will not be shown 
although it will be given at the end of 
the game. Use “Q” to move up and “S” 
to move down. 

Cave Flight was written for the 16K 
ZX-81 by Paul Metcalfe of Hindhead, 
Surrey. 


1 CLS 

2 LET SC=0 

_ 3 PRINT " FAST(F) OR SLOU (S) 

OfiME ?" 

4. INPUT X* 

5 DIM D*(4,3) 

6 LET D* Cl) = "ffl M L E M 

7 LET D$ (2) ="H ffl L E" 

8 LET D* (3) ="H M ft E" 

9 LET D* (4) =“h M L H" 

10 LET LEU=0 

11 LET JJ*20 

12 LET F = 1 

20 LET LEU=LEU+1 

22 FftST 

23 LET Y*11 

24 CLS 

100 FOR 1 = 7 TO 21 _ 

110 PRINT hT 


130 PRINT AT 0,9; " *| 


131 PRINT RT 2,7;" 
PRINT RT 7,0;.." 


FOR J=21 TO INT (RND*S)+15 
-1 

PRINT RT J,H;"B" 

NEXT J 
NEXT H 

FOR H =5 TO 25 

FOR J=7 TO INT (RND*6)+5 ST 

PRINT RT J,H;“H" 

NEXT J 
NEXT H 

LET K=INT CRND*2)+1 
IF K = 1 THEN LET N*10 
IF K *2 THEN LET N = 16 
PRINT RT N,31;"3" 

LET X*1 

FOR R=1 TO 10+LEU+LEU 
PRINT RT INT CRND+13+7),INT 
D*18) +7; 


330 NEXT R 

340 PRINT RT ll,14; , •0• , 

390 SLOU 

400 PRINT RT Y,X;"BXB" 

405 PRINT RT Y,X+3, 

406 IF PEEK (PEEK 16393+256*PEE 
K 16399) =CODE "B" THEN GOTO 1000 

407 IF INKEY $ = "0" OR INKEY t = "S" 
THEN PRINT RT Y , X; "BBB" 

410 IF INKEY$="Q" THEN LET Y =Y - 

1 

415 IF INKEY$ = "Q" O R I NKEY ts“S“ 
THEN PRINT RT Y,X; "BBB" 

420 IF INKEY$="S" THEN LET Y=Y + 

1 

425 IF INKEYJ = "0" OR_INKEY $ *"S" 

THEN PRINT RT Y,X; ,, ■■i• , 

430 LET X=X+1 
440 IF X >28 THEN GOTO JJ 
450 IF XJ^-S" THEN PRINT RT 0,0 
; ‘'SCORES" ; SC 
460 LET SC=SC+1 

470 PRINT RT 3,20;"FUEL ";D|(F) 

477 IF F >4.27 THEN PRINT RT 6,6 
;"OUT OF FUEL- 

478 IF F >4.27 THEN GOTO 1040 
480 LET F =F +.04 

510 IF F >2.8 THEN PRINT RT 5,0. 
"URRNING:FUEL LOU- 
540 IF Y = 11 AND X = 12 THEN GOTO 
2000 

545 LET N=INT CRND*20) 

550 IF N=9 THEN GOTO 5000 
600 GOTO 400 
1000 PRINT RT Y,X;“BB" 

1009 FOR 1=128 TO 138 

1010 PRINT RT Y,X; "HD" 

1020 PRINT RT Y , XCHR$ I 
1025 PRINT RT Y,X+l;CHR$ I 
1030 NEXT I 

1040 FOR U =Y TO 19 
1050 PRINT RT U, X; S8 
1055 PRINT RT U-l,X;"i" 

1060 PRINT RT U+l,X;"U" 

1070 NEXT U 

1080 FOR T =0 TO 5 

1090 PRINT RT 21-T,X-T;“B” 

1100 PRINT RT 21-T,X;"B" 
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1110 NEXT T 

1120 FOR T = 0 TO 5 

1130 PRINT AT 21-T,X-T;"B" 

114-0 PRINT RT 21-T,X;"1” 

1150 NEXT T 

1160 FOR G = 1 TO 10 _ _ „ 

1170 PRINT RT 15,2+G; "|HRBSJ3" 

1177 PRINT RT 15.2+G; K»fcl=I=iSl 

1178 NEXT G 

1180 FOR L = 1 TO 20 
1190 NEXT L 
12O0 CL5 

1210 Print ,,,,,,,,"IRM rffrrid 

THRT YOU HAUE JUST" 

1220 PRINT "BEEN HEATED RND RIGH 
T NOU BEING" 

1230 PRINT "EATEN BY THE LURGY K 
ING. " 

124-0 PRINT "ALL IS NOT LOST THOU 
GH BECAUSE” 

1250 PRINT "YOU DID JUST MANAGE 
TO SCORE ";SC 

1255 PRINT "RND GET TO LE'JEL ”.:L 
EU 

1260 PRINT 

1270 PRINT "I SUPPOSE YOU WOULD 
LIKE ANOTHER" 

1230 PRINT "GO. YES(Y) NO (N)" 
1290 INPUT R $ 

1300 IF A$ ="Y" THEN RUN 
1310 STOP 
2000 LET F = 1 
2010 PRINT RT 5,0;" 

loll GOTO T 400 5 ' 0 ' 

5001 LET C = 19 

5002 LET D =2 _ 

5003 PRINT RT 5,0 

5005 FOR T = 1 TO 5 + INT (RND*5) +1 

5010 PRINT RT C,D, . 

5020 PRINT RT C,D;"i" 

5030 IF C>Y THEN LET C=C-1 
5040 IF C<Y THEN LET C=C + 1 
5050 IF D <X THEN LET D=D + 1 


5060 IF D >X THEN LET D=D-1 

5066 IF C=Y AND D=X THEN GOTO 50 

90 

5070 NEXT T 

5077 PRINT RT 5,0;" SRUED_ 

5080 GOTO 400 

5090 LET B$ = ”.IRM RFFR 

RID THRT YOU HAUE BEEN GOT BY TH 
E LURGY RND ALL IS DOOMED .SORRY 

BUT YOUR DEAD_” 

5100 FOR 2=1 TO 72 

5110 PRINT RT 4,1; B$(Z TO 2 + 29) 

5120 NEXT 2 

5130 FOR 2=1 TO 30 

5140 NEXT 2 

5150 GOTO 1000 


Dll. POST 


U SING the “d” key you have to 
drop mail sacks on to North 
Sea oil rigs from a helicopter. 
There are 20 sacks to be dropped and 



each must land in the centre of the rig to 
count as a delivery. Oil Post was writ¬ 
ten for the 16K Spectrum by Robert 
Beiley of Billericay, Essex. 


500 .BEEP 1,-9: BEEP .1,9 
510 PRINT "YOU HAVE SUCCESSFULL 
Y DROPPED "$SCj" SACKS" 

520 STOP 





U/DC SPECTRUM 

nine. 


SOFTWARE 


CHOOSE FROM OUR VAST RANGE 

FREE 26 page CATALOGUE With full details of our range of over 280 
different programs for the ZX SPECTRUM. All hired with the consent of 
the publishers. Whether you prefer to ZAP aliens, get lost in an 
ADVENTURE game. EDUCATE your children. CALCULATE the family 
finances or COMPILE machine code programs WE HAVE THE RIGHT 
TAPES FOR YOU TO HIRE. 

FASTSERVICE 

We stock up to 60 manufacturers' original copies of each tape (over 
3000 tapes in stock), and can normally despatch you r tapes the day we 
receive your order, and we always use first class post. 

LOWEST PRICES 

We believe our prices are the lowest of any library, yet we offer the 
LARGEST range of titles. Hire up to 3 tapes at a time, for 2 weeks, for 
only £1.07 each (inc. VAT & p&p). 

FREE TAPE HIRE 

For a limited period, we will send your first tape (your choice) FREE, so 
loin our library now. You can't afford NOT to! If you've tried another 
library and are wary of our claims send a stamp and we ll gladly send 
you a copy of our catalogue * we're confident you'll join when you see it! 


MFTWARE 


I enclose cheque for £6.00 for LIFE MEMBERSHIP and I understand that 
my first tape hire will be FREE. If .within 28 days. I'm not delighted with your 
service you'll refund my membership fee 

Name_ 



SOUND 

BOOSTER 


FOR SPECTRUM 



CONTACT YOUR LOCAL DEALER OR 
ORDER DIRECT 

SEND CHEQUE/P. 0. TO ADDRESS SHOWN 
VA T AND P&P INCLUDED IN PRICE 


BRING THE SOUNDS OF 
YOUR GAMES TO EXCITING 
LIFE FOR JUST £ j 4 gg 

(INCL. VAT & P&P) 


• PLUG IN AND USE-NO INTERNAL CONNECTIONS 

• NO BATTERIES NEEDED 


• GOOD, CLEAR SOUND 

• OUTPUT CONTROL 


• LOAD/SAVE FACILITY BUILT IN 

• FULLY GUARANTEED 


ZEAL MARKETING LIMITED 

VANGUARD TRADING ESTATE 
STORFORTH LANE 
CHESTERFIELD S40 2TZ 
TEL: 0246 208555 TELEX: 547697 
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1 CLS : PRINT AT 0,7;"EARTH 
DEFENCE"; AT 5,0;"YOU MUST STOP 
THE ALIANS FROM MAKING 250 BASES 
.WHEN YOU HIT AN ALIAN YOU WILL 
DESTROY 10 BASES."; AT 10,0;"TO 
CONTROLL MISSILE 5-LEFT 8-RIGHT. 
"; AT 20,12;"GOOD LUCK PRESS ANY 

KEY TO PLAY" 

2 PAUSE Os CLS : 

3 FOR f=0 TO 7: READ a: POKE 
USR "a"+-f, VAL <" BIN "+ STR* a 

>: NEXT -f: FOR -f=0 TO 7s READ as 
POKE USR "b "+-f , VAL <" BIN " + 
STR$ a); NEXT -F 

4 FOR f=0 TO 7s READ as POKE 
USR "c"+-f, VAL (" BIN "+ STR$ a 

) s NEXT fs FOR -f=0 TO 7s READ as 
POKE USR "d"+f, VAL <" BIN " + 
STR$ a)s NEXT fs FOR f=0 TO 7s R 
EAD as POKE USR "e"+-f, VAL (" B 
IN " + STR* a)s NEXT i 

5 BORDER Os PAPER Os INK 6s P 
RINT AT 0,9;"EARTH DEFENCE" 

10 LET sc=0 

11 LET p=0 

12 LET x =20 s LET y=14 
14 LET a=19s LET b=15 

20 LET q= INT ( RND *32)-Is LE 
T w=2 

23 PRINT AT 0,23;"BASES ";p 

25 PRINT AT w,q; INK 2; "JV* 

28 PRINT AT 0,0;"SCORE " ; sc 

30 PRINT AT 1,0; INK Os"< 32*i 
g8) " 

32 IF b=0 THEN LET p=p-3 

34 LET p=p+l 

35 PRINT AT x,y; INK 4;"BCD" 


36 PRINT AT a+l,b-l;" "s PR 
INT AT a,b; INK 5;"E" 

38 IF b=l THEN LET b=2 
40 LET a=a-1 
42 BEEP 0.002,a 
45 IF a=0 THEN GO TO 220 
48 IF b=30 THEN LET b=29 
50 IF INKEY* ="5" THEN LET b 
=b-l 

52 IF INKEY* ="8" THEN LET b 
=b + l 

60 IF p=250 THEN GO TO 250 
200 GO TO 20 

220 LET a=20s LET b=15s LET sc= 
sc + 10 

225 BEEP 0.005,10s BEEP 0.005,1 
Is LET p=p—15 
230 GO TO 20 

250 PRINT AT 10,0;"YOU COULD N 
OT SAVE EARTH" 

254 BEEP 0.5,1s BEEP 0.5,6s BEE 
P 0.5,4s BEEP 0.5,2s BEEP 0.5,0s 

260 GO TO 1 

300 DATA 10000001,11000011,0110 
0110 , 00111100 , 00111100 , 00011000 , 
00011000,00011000 
310 DATA 00000001,00000011,0000 
0111 , 00001111 , 00011111 , 00111111 , 
01111111,11111111 
320 DATA 11100111,11100111,1111 
1111 , 11000011 , 11000011 , 11000011 , 
11111111,11111111 
330 DATA 10000000,11000000,1110 
0000 , 11110000 , 11111000 , 11111100 , 
11111110,11111111 
340 DATA 00011000,00011000,0011 
1100 , 01100110 , 11100111 , 00100100 , 
00111100,00011000 


EflRTI 
GEFEnCE 

P REVENT the Fast-working aliens 
from building 250 bases in the 
sky by hitting them with your 
missile. Each missile is released auto¬ 
matically but needs to be guided into 
the aliens using keys “5” and “8”. Ten 
bases are destroyed for each alien hit. 

Earth Defence was written for the 
16K Spectrum by Marc Fanciullacci of 
Ickenham, Middlesex. 


38 


SINCLAIR PROGRAMS June 1984 





aim 


mm 


- J • SVE-lTrltHcHKA _ 

• MAKU.»VA ' 

'ff' v 

'■'All • 7*ltHlfJCmtov 

J • ij***i**£yi<ov 


• N «*«"5nvfl 


A-t 


UOfiRAPM TEST 


T HERE ARE two tests from 
which to choose in Geography 
Test written for the 16K Spec¬ 
trum by A Laurillard of Pillaston, 
Cornwall. If you choose the first test a 
country will be named and you have to 
give the capital city of that country. In 
the second test a city is named and you 
have to state its country. At the end of 
the test you will be told how many 
questions were answered correctly and 
the number of questions answered in¬ 
correctly. 


4 LET G0=0 

5 LET A**"" 

6 LET S-0 

7 LET R=0 

8 LET C=0 

9 INPUT "Please ENTER 'Caps L 
ock• Mode ! ” 52 # 

10 CLS : PRINT "WOULD YOU LIKE 

. (1)THE FI 

RST TEST OR (2)THE SE 

COND TEST "! INPUT A 

15 IF A=1 THEN GO TO 100 
20 IF A=2 THEN GO TO 5000 
30 BEEP .1,1! INPUT A: GO TO 1 
5 

100 CLS : PRINT "A COUNTRY WILL 

BE NAMED AND THENYOU WILL HAVE 
TO GIVE ITS CAPITAL CITY ! 

PAUSE 300 

102 PRINT ''"HOW TO ENTER YOUR 

ANSWERS <25»g3) .T 

YPE IN YOUR ANSWER LETTER BY L 
ETTER AND WHEN THE WORD IS C 

OMPLETE PRESS ’ 1 ’ . 

: PAUSE 200: PRINT "IF YOU MAKE 
A MISTAKE PRESS 'O' TO DELETE . 

PAUSE 300 

110 PRINT .YOUR SCORE WILL B 

E GIVEN WHEN THE TEST IS COMPL 
ETED ."! PAUSE 200: PRINT ’’ FLA 
SH 1;"GOOD LUCK" 

120 PAUSE Os PAUSE 0 

130 CLS 

200 REM TYPE ROUTINE 

201 LET L#="COUNTRY": LET P#="C 
APITAL" 

205 FOR Z-0 TO 36 

210 READ Q#,C# 

219 PRINT AT 2,0;"THE ";L*;" I 
S ";Q#;“." 


220 PRINT AT 4,0;"THE ";P#;" I 
S "; INVERSE 1;A#; FLASH 1; INK 
6 ; PAPER 1;">"; INK 7; PAPER 7; 
FLASH O;“ 

221 IF INKEY# <> "" THEN GO 
TO 221 

222 IF INKEY# ="" THEN GO TO 
222 

227 IF INKEY# = "1" THEN GO TO 
500 

228 IF INKEY# -"O" THEN LET A 

.. LET 1#="": GO TO 230 

229 LET A#=A#+ INKEY# 

230 BEEP .01,30: GO TO 220 
500 REM CHECK 

510 IF A#=C# THEN CLS : LET S« 
S+l: PRINT "GOOD,NEXT ONE.": LET 
A#="“: PAUSE 100: CLS : NEXT Z 
515 IF Z=*100 THEN GO TO 530 
520 PRINT "NO,THAT WAS WRONG . 

IT WAS ";C#:LET 
R=R+1: FOR F=0 TO 200: NEXT F: 
LET A#="": PAUSE 200: CLS : NEXT 
Z 

530 CLS : PRINT "YOU HAVE OBTAI 
NED THE AMAZING TOTAL OF ”;S;" 
QUESTIONS RIGHT !": PAUSE 100: 

PRINT '"BUT ";R;" WRONG.. 

.ANY KEY TO PLAY AGAIN !": PA 

USE O: PAUSE O: RUN 
5000 CLS : PRINT "A CITY WILL BE 
NAMED AND THEN YOU WILL HAVE 
TO GIVE ITS COUNTRY !": PA 

USE 300 

5002 LET L#="CITY": LET P#="COUN 
TRY" 

5010 PRINT "HOW TO ENTER YOUR 
ANSWERS ■ 

"• "TYPE IN YOUR AN 


SWER LETTER BY LETTER AND WHEN 
THE WORD IS COMPLETE PRESS 

‘I’ . ": PAUSE 200: P 

RINT "IF YOU MAKE A MISTAKE PRES 
SO’ TO DELETE .": PAUSE 300 

5020 PRINT .YOUR SCORE WILL B 

E GIVEN WHEN THE TEST IS COMPL 
ETED .": PAUSE 200: PRINT ’’ FLA 
SH 1;"GOOD LUCK" 

5030 PAUSE O: PAUSE O: CLS 
5040 FOR Z»0 TO 36: READ C#,Q# 

5050 GO TO 219 

8999 STOP 

9000 DATA "ENGLAND","LONDON","FR 
ANCE","PARIS","SPAIN","MADRID"," 
ITALY","ROME","CHINA","PEKING"," 
AMERICA","WASHINGTON DC","ARGENT 
INA","BUENOS AIRES”,"USSR","MOSC 
OW","BRAZIL","BRAZILIA","MOROCCO 
","CASABLANCA","TURKEY","ISTANBU 
L","LEBANON","BEIRUT","GREECE", 
"ATHENS","BELGUIM","BRUSSELS" 

9001 DATA "TUNISIA","TUNIS","FIN 
LAND","HELSINKI","NORWAY","OSLO" 

,"RUMANIA","BUCHAREST","HUNGARY" 

,"BUDAPEST","SWITZERLAND","BERN" 

,"SOUTHERN IRELAND","DUBLIN","IC 
ELAND",“REYKJAVIK","DENMARK","CO 
PENHAGEN","CZECHOSLOVAKIA","PRAG 
UE","EYGPT","CAIRO",“PORTUGAL", 

"LISBON","YUGOSLAVIA","BELGRADE" 

9002 DATA "INDIA","DELHI ","THAIL 
AND","BANGKOK","JAPAN","TOKYO"," 
AUSTRALIA","CANBERRA","KENYA","N 
AIROBI","CHAD","BARDEI","SPANISH 

SAHARA","VILLA CISNEROS","SIERR 
A LEONE","FREETOWN","IVORY COAST 
","ABIDJAN","MEXICO","MEXICO CIT 
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MAYOR (.IMMYMS 


Y OU ARE in the grounds of a 
manor house and must search 
for the gate to go on to a more 
difficult screen. That is not so easy as it 
may seem as you have to avoid the 


electric dustbins littered around the 
grounds and also the electrified fence. If 
you run out of energy you will lose one 
of three lives. Use “Z” to move left, 
“X” to move right and “H” to go up. 


Due to a lack of energy you cannot 
move backwards. Manor Grounds was 
written for the 16K Spectrum by Martin 
and Chris Mann, aged 13 and 12 
respectively, of Sea Mills, Bristol. 


1 LET hi=0: BORDER 4s PAPER 4 
: CLS : GO SUB 6000 

2 PRINT INVERSE 1; AT 0,7?"M 
ANOR***GROUNDS" 

3 PRINT AT 5,0;"Welcome to ' 
MANOR GROUNDS'" 

8 BEEP .5,16: BEEP .3,21: BEE 
P .3,23: BEEP .4,24: BEEP .4,24: 

PAUSE 3: BEEP .5,16: BEEP .3,21 
: BEEP .3,23: BEEP .7,24: PAUSE 
3: BEEP .5,16: BEEP .3,21: BEEP 
.3,23: BEEP .4,24: BEEP .4,24: B 
EEP .3,23: BEEP .3,21: BEEP .4,1 
9: BEEP 1,14: BEEP 2,16 

9 PRINT FLASH 1; AT 3,8;"PRE 
SS ANY KEY": PAUSE 0: CLS 

10 BEEP .1,12: BEEP .1,14: BEE 
P .1,17: BEEP .3,20: BEEP .1,17: 
BEEP .9,20 

20 LET 11=3: LET le=l 

25 LET how=100 

30 LET en=50: LET x = 18: LET y= 
14 

40 FOR p=0 TO 31: PRINT INK 1 
; INVERSE 1; AT 0,p;"X": BEEP .0 
05, p 

50 PRINT INK 1; INVERSE 1; AT 
21,p;"X": BEEP .005,p 

60 PRINT INK 1; INVERSE 1; AT 
19,p;"X": BEEP .005,p 

70 NEXT p 

80 FOR o=0 TO 21: PRINT INK 1 
; INVERSE 1; AT o,0;"X": BEEP .0 
05, o 

90 PRINT INK 1; INVERSE 1; AT 
0,31; "X" : BEEP .005,o 
100 NEXT o 
110 LET z=0 

120 LET a= INT ( RND *17)+1 
130 LET b= INT ( RND *30)+1 
140 PRINT INK O; AT a,b; "A_"s B 
EEP .009,0 
150 LET z=z + l 

160 IF z=how THEN GO TO 200 
170 GO TO 120 

200 LET q= INT ( RND *30)*1 

210 PRINT INK 7; FLASH 1; AT 1 

,q;"£" 

211 PRINT AT 20,1;"Lives*"?li 


212 PRINT AT 20,11;"Level=";1e 


213 PRINT 
220 PRINT 


AT 20,28;" 

AT 20,21;"Energy=";e 


230 PRINT INK 1; AT x,y;"B" 


240 IF 
1000 

INKEYS =' 

’z " THEN 

GO 

TO 

250 IF 
2000 

INKEYS =’ 

•x" THEN 

GO 

TO 

260 IF 
3000 

INKEYS =’ 

•h" THEN 

GO 

TO 
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300 LET en=en—1 

305 IF en=0 THEN GO TO 9000 

310 GO TO 211 

1000 LET y=y-l: PRINT AT x,y+l; 
" ": IF y<0 THEN LET y=0: IF y> 
31 THEN LET y=31 

1001 IF SCREEN* <x,y> <> " " TH 
EN GO TO 7000 

1100 GO TO 310 

2000 LET y=y+l: PRINT AT x,y-l; 
" ": IF y<0 THEN LET y=0: IF y> 
31 THEN LET y=31 

2001 IF SCREEN* <x,y> <> " » TH 
EN GO TO 7000 

2100 GO TO 310 

3000 LET x =x-1: PRINT AT x+l,y; 
" IF y<0 THEN LET y=0: IF y> 
31 THEN LET y=31 

3001 IF SCREEN* (x,y) <> '* " TH 
EN GO TO 7000 

3100 GO TO 310 

6005 FOR n=0 TO 7: READ p: POKE 
USR "a"+n,p: NEXT n 
6010 FOR n=0 TO 7: READ p: POKE 
USR "b"+n,p: NEXT n 
6020 DATA 16,254,254,170,170,170 
,170,254 

6040 DATA 56,56,146,254,16,40,40 
, 108 

6070 RETURN 

7000 IF SCREEN* THEN 


GO TO 9999 

7010 IF SCREEN* (x,y> <> •<#■" TH 
EN GO TO 9000 
7020 GO TO 310 

9000 PRINT AT 0,0;"OH DEAR!!!": 

PAUSE 100: BEEP .9,-10: BEEP .9 
,-10: BEEP .1,-10: BEEP 2,-10: P 
PINT ; INVERSE 1; INK 1; AT 0,0; 
"XXXXXXXXXX": LET li=li-l: PRINT 
AT x,y;" ": LET en=50: LET x=l 
8: LET y=14 

9005 IF 1i=0 THEN GO TO 9500 

9006 GO TO 211 

9500 CLS : BEEP .1,5: BEEP .1,5: 
BEEP .1,5: BEEP 1,0: BEEP .1,5: 
BEEP .1,5: BEEP .1,5: BEEP 2,-2 

: PRINT INVERSE 1;"Y0U GOT TO L 
EVEL ";le 

9501 IF 1e>hi THEN LET hi=le 

9502 PRINT INVERSE 1; AT 5,0;"H 
IGHEST LEVEL=";hi 

9503 INPUT AT 10,0;"DO YOU WANT 
ANOTHER GO <Y/N>?";z* 

9504 IF z*="n" THEN STOP 
9600 CLS : GO TO 2 

9999 CLS : PRINT FLASH 1; AT 0, 
5; "W E L L DONE! ! ! ": BEEP 

.4,25: BEEP .1,20: BEEP .4,25: 
BEEP .1,20: BEEP .2,25: BEEP .9, 
28: PAUSE 50: LET le=le+l: LET h 
ow=how+20: GO TO 30 



PIN 

lilt 


T HE DONKEY will appear at a 
random position on the screen 
and you have to work out the 
co-ordinates where you think the tail 
should be. First input the vertical posi¬ 
tion and then the horizontal position. 
The game continues until you succeed 
in pinning the tail on the donkey. You 
will be told how many attempts it need¬ 
ed for you to find the co-ordinates. 

Pin the Donkey was written for the 
IK ZX-81 by Jason Williams of Cam¬ 
borne, Cornwall. 




il ^ D a=0 

20 LET Bafl 
30 LET N*A 

40 LET YaINT CRND*25)fl 
50 LET X = INT (RND*18)+1 
60 CLS 

70 LET Af = " ml 

80 LET b 5«“ r - !" 

90 PRINT AT X , Y; A * ; AT X + 1,Y;B* 

, at a,b; 

100 IF A=X AND BaY+4 THEN GOTO 
300 

105 IF N=4 THEN GOTO 250 
110 FOR T = 1 TO 20 
120 NEXT T 
130 CLS 


140 PRINT "TAIL POSITION" 

150 PRINT "VERTICAL POSITION 5- 

30" 

155 INPUT A 

160 PRINT "HORIZONTAL 5-30" 

165 INPUT B 
170 LET N=N-f 1 
180 GOTO 60 

250 PRINT AT X-2,2;"Y0U LOSE" 
260 PRINT ,,X;" ";Y+4 

270 SLOU 

300 PRINT AT X-2.2;"CORRECT. YO 
U TOOK ";n;" GOES”,PT X-2.3. " BE 
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230 GOTO 150 _ 

300 PRINT AT 0,11; "I 1 "yOBui 1 |" 

310 IF X =3 AND Y>11 ANDtT20 TH 
EN GOTO 2000 
320 LET N = 1 
330 LET XC=M(N,1)-X 
340 LET YC=M(N,2)-Y 
350 IF RBS XC <3 R ND RBS YC <3 TH 
EN PRINT RT 0,11: 

360 IF XC=0 AND YC=0THEN GOTO 
1000 

365 LET N=N + 1 

370 IF N=MNS THEN RETURN 

3S0 GOTO 330 

1000 PRINT RT X-2,Y-l:"■■■ 


20 RRND 
30 CLS 
35 POKE 
40 PRINT 


INPUT NO. OF MINES 


50 INPUT MNS 
60 DIM M (MNS,2) 

70 FOR N = 1 TO MNS 

80 LET M (N , 1)= INT (RND*20)+1 

90 LET M (N,2) = INT (RND*32) 

100 NEXT N 

105 CLS 

106 POKE 16418,0 _ 

110 PRINT "TIMER= F ^J»1Y 

| SCORE = SC 

120 LET T =0 

130 LET X = 23 

140 LET Y = INT (RND*28) 

150 PRINT RT X-2,Y-l:fl$ 

160 LET T =T +1 

170 PRINT RT 0,6T 

180 IF T = 100 THEN GOTO 1000 

190 GOSU8 300 

191 LET fl=X 

192 LET B=Y 

195 LET B$ = INKEY$ 

196 IF B* = "" THEN GOTO 150 
200 LET X=X+(B$="6" RND X<23) 

11 = "7" RND X >3) 

210 LET Y =Y + (Bt = “8" RND Y<30) 


1010 FOR N = 1 TO MNS 
1020 PRINT RT M (N,1) 
1030 NEXT N 
1040 FOR N =0 TO 100 
1050 NEXT N 
1060 RUN 

2000 LET SC=SC+100 
2010 PRINT RT 10,5;" 


2023PRINT RT 12,5 
NEXT BATTLE FIELD 
2030 FOR N =0 TO 80 
2040 NEXT N 
2050 GOTO 105 


STAND BY FOR 
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Today, we talked to our user 
groups booked our holiday, 
zapped nine monsters, 
checked the football results. 



bought two games, looked 
at share prices^ learnt some 
French, and conquered the 










Prism gi 
information, commui 



Games 



Swapping 



Educational software 




...and so n 

Access a world of information 
with your Spectrum. 

Simply by connecting it to the 
telephone line, via the award winning 
Prism VTX 5000 communications 
modem, you can link into a wide 
variety of services, including Prestel 
and the popular Micronet 800. Access 
hundreds of software programs - 
many completely free. Talk to fellow 
users. Keep up to date with all the 
latest national, international and 
micro news. Play on-screen games. 
Check sports results. Book travel and 
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5 © coa ^ 

Peripheral 

g VTX 5000 I 

qk of the Year. kP/ 


vesyou 
Mention, education 




Teach yourself programming 




Booking 



HKhmore! 

entertainment. Learn a language. 
Check share prices. 

The choice is simply vast. 

Plus, your Prism VTX 5000, 
allows you to communicate directly 
with other Spectrum owners. 

And now , our specia l offer 
means that you can do all this for just 
T ll*amonth. So complete the coupon 
and send it to us today, and we will let 
you have full details of our unbeatable 
offer. 


•All prices quoted refer to domestic use only. For business use the Prestel annual 
standing charge is £66. Therefore business users will be billed £44.50 per quarter. 


f - 1 \ 

FOR JUST £11*A MONTH YOU WILL GET: 

• A Prism VTX 5000 worth £99.95. 

• One year’s subscription to Prestel 
worth £20.00. 

• One year’s subscription to Micronet 
worth £32.00. 

• Free user-to-user software-normally 
retailing at £19.00. 

• Quarterly hardware and software offers. 

• Discounted software through Micronet 
(up to 20% off retail prices). 

V____/ 

Prestel and the Prestel symbol are trademarks of British Telecommunications. 


' Please send me full information 
| to Spectrum users. 

I Name:_ 

Address:_ 

I 

Return to: Prism Microproducts Ltd. 

. Prism House, 18-29 Mora Street, City Road 
London EC1V8BT. Tel: 01-253 2277 
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To date, A t; 
Position ... 
e > then this 


Wdsof 


version ofthear 
" cs ere superb... 
!s speech and er 

personal 




takes tbe 



















What can we say? 



We're overwhelmed. Though we should just add that with Atarisoft, you 
Commodore 64, BBC and Spectrum computers, as well as on all Atari® 
systems. Oh, and were giving away free a Grand Prix kit and full colour 
wall chart with every game. 


can now' play Pole Position on the 

POLE POSITION 

from ATARISOFT 


LOOK OUT FOR OTHER LEADING COMPUTER GAMES ON ATARISOFT. PRICES START FROM £14.99. TRADEMARK OF NAMCO. ® TM ARE TRADEMARKS OF ATARI INC. 


TJiD |sl 



C IGARETTE DOWSER is an 
original program, written for the 
16K Spectrum by John 
McCrory, aged 14, of Belfast, N. Ire¬ 
land. You have to save Fred, a heavy 
chain smoker, from the effects of smok¬ 
ing. Another 10 cigarettes could prove 
fatal for him. Shoot at the tip of the 
cigarette using the “0” and use “5” and 
“8” to move left and right. 


CIEMTU 00WSIR 


5 LET hisc=0 

10 BORDER Ot PAPER O: INK 7: B 
RIGHT It CLS 
20 BO SUB 9000 
25 GO SUB 8500 
30 LET yp=15 
40 LET can=0 
50 LET a*=" FFF " 

60 LET cig-27 
70 LET z=0 
80 LET f = 17 
90 LET pu=0 

100 LET b*="HK": LET c*="JL" 

110 LET sc=0 

200 PRINT AT 4,0; BRIGHT O; IN 
K 6 ;"(igBlD "; AT 5,0; INK 2; PAP 
ER 1;'W‘; AT 5,1; INK. 2; PAPER 0 
;"A"; AT 6,0;" <igB)B "; AT 7,0;"< 
ig 8 )C" 

210 "FOR n=0 TO 29: PRINT AT 20 
,n; INK 1;"(ig3) M : NEXT n: FOR n 
=0 TO 29: pSTnT^I; AT 0,n; INK 
1;" <ig3) ": NEXT n: PRINT AT 21, 
30; INK 1; " ( ig5) "; AT 20,30; " Ug 
>": PRINT #1; ftT 0,30; INK 1;"< 
2)": PRINT AT 20,10; INK 4; PA 
ER 1; FLASH 1; BRIGHT 1;"CANCER 
LEVEL" 220 FOR n=0 TO 30: PRINT 
AT O, n; INK 1;"( lg3 >": NEXT n 
lOOO LET yp=yp+< INKEY* = "B" AND 
yp<28)-( INKEY* ="S" AND yp>2> 

1005 PRINT AT 18,yp-l;" "; A 

T 19,yp-l»" 


1010 IF INKEY* = "0" THEN LET p 
u=l 

1020 PRINT AT 0,12; INK 0; PAPE 
R 5;"SCORE ";*c 

1036 PRINT AT 18,yp; BRIGHT O; 
INK 3;b*; AT 19,yp;c* 

1040 IF pu=l THEN PRINT AT -f,y 
p+1; INK 5; BRIGHT 0; M _I" ! BEEP • 
001,f+20 

1050 IF * = 1 THEN PRINT AT f,yp 
+1;" "s LET f=17: LET pu=0 
1060 PRINT AT 6,cig;a*; AT 6,ci 
g+3; INK 2;"_G"; AT 6,cig+4; INK 
0 ... » 

1070 LET cig=cig-l 
1080 IF cig=l THEN FOR n=0 TO - 
10 STEP -1: BEEP .03,n: NEXT n: 
PRINT AT 6,cig+l;" "l LET c 

ig=27: PRINT AT 21,z; INK 4;"<3 
»ig8 > '*: BEEP .05,-20: LET z=z+3: 

IF z=30 THEN GO SUB 8000 
1085 IF ATTR <f,yp+l>=66 THEN 
BEEP .1,-10: BEEP .1,0: PRINT A 
T 6,cig; INK 7; PAPER 0;" 

LET cig=27: LET f = 17: LET pu=0: 
LET ic=BC+10 

1090 IF pu=l THEN PRINT AT i ,y 
p+1; " ": LET f=f-l 

3000 GO TO 1000 

8000 CLS : PRINT AT 10,10; INK 
3;"HARD LUCK AT 14,4;"FRED J 

UST DIED OF CANCER : BEEP .4,1 
: BEEP .4,8: BEEP .4,5: BEEP .4, 
8 : BEEP .4,13: FOR n—5 TO -20. S 


TEP -1: BEEP .l,n: NEXT n 
8003 PRINT AT 0,0; INK 6;"YOU S 
CORED INK 4;sc; AT 2,0; INK 6 
;"THE HI SCORE IS "; INK 4;hi»c: 

IF sc>hisc THEN LET hisc=sc: F 
OR n=10 TO 20: BEEP .l,n: NEXT n 
: PRINT AT 4,0; INK 4;"YOU GOT 
THE HI-SCORE"; AT 6,10; INK 5; P 
APER O; FLASH 1;"WELL DONE !" 
8005 PRINT AT 21,0; INK 2; PAPE 
R 7; FLASH 1;"PRESS ANY KEY" 

8010 PAUSE 0: PAUSE 0: CLS : GO 
TO 25 

8500 INK 3: CLS : PRINT AT 0,0; 
"CIGARETTES CAN SERIOUSLY DAMAGE 
"; AT 2,10;"YOUR HEALTH" 

8510 FOR n=0 TO -10 STEP -1: BEE 
P .5,n: NEXT n: BEEP 1,-11 
8520 PRINT AT 4,2;“THOUSANDS OF 

PEOPLE DIE EACH": BEEP .5,20: P 
RINT AT 6,6;"YEAR FROM DISEASES 
": BEEP .5,20: PRINT AT 8,U;"D 
UE TO": BEEP .5,20: PRINT AT 10 
,10;"SMOKING.": BEEP .5,20 
8530 PRINT AT 12,3;"YOU MUST LE 
ARN TO FEAR THE": BEEP .5,20: PR 
INT AT 14,10;"CIGARETTE": BEEP 
.5,20 

8540 PRINT AT 16,12; INK 7;"FFF 
F“; AT 16,16; INK 2; "G" 

8550 PRINT AT 21,0; INK 2; PAPE 
R 7; FLASH 1;"PRESS ANY KEY": PA 
USE 0: BEEP .1,40 
8560 INK 4: CLS 
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8570 PRINT AT 0,11;"MEET FRED!" 
s BEEP .5,30s PRINT AT 2,15; IN 
K 6; ’■ Ug8) D"; AT 3,15; INK 2; PA 
PER lfgjT"; AT 3,16; INK 2; PAPER 
0; "jA" ; AT 4,15; " (i gB> B" ; AT 5,1 
5;" (ig8)C" 

8586 "PRINT AT 7,4; INK 4; "(OR P 
ART OF HIM ANYWAY!)" 

8590 PRINT AT 9,0;"FRED STARTED 
SMOKING VERY YOUNG (3 MONTHS TO 
BE EXACT).HE IS A CHAIN SMOKER 
AND SMOKES ABOUT...30,000 A DAY 

8600 PRINT "YOU MUST HELP HIM FO 
R IF HE GETSANOTHER 10 CIGARETTE 
S HE WILL DIE OF CANCER." 

8610 PRINT AT 17,0; INK 5;"USE 
KEYS 5 AND 8 TO GO LEFT AND RIGH 
T AND KEY 0 TO FIRE.REMEMBERTO H 
IT THE FLAME!" 

8620 PRINT AT 21,0; INK 3; PAPE 
R 7; FLASH 1;"PRESS ANY KEY TO S 
TART": PAUSE Ot BEEP .3,-5: BEEP 
.4,0: BEEP .12,0: BEEP .1,0: BE 
EP .4,7 

8630 CLS : INK 7: GO TO 30 
9000 FOR f=0 TO 12: FOR n=0 TO 7 
: READ a: POKE USR CHR* (144+f 
>+n,a: NEXT n: NEXT ft RETURN 

9005 DATA 128,128,224,240,248,25 
2,254,252 

9010 DATA 128,192,240,0,0,0,0,0 

9015 DATA 248,248,248,192,128,12 

8 , 0,0 

9020 DATA 128,192,192,192,192,19 
2,192,128 

9025 DATA 127,255,255,255,255,25 


5,255,255 

9030 DATA 0,0,0,255,255,255,255, 
255 

9035 DATA 0,0,0,224,248,252,248, 
224 

9040 DATA 1,1,1,1,31,31,31,31 
9045 DATA 16,120,126,252,120,124 
,56,16 


9050 DATA 31,31,31,31,31,31,31,3 
1 

9055 DATA 240,240,128,128,248,24 
8,248,248 

9060 DATA 248,248,248,248,248,24 
8,248,248 

9065 DATA 255,255,241,225,241,25 
5,255,255 



NAME TAG 

W HEN USED in conjunction 
with the ZX printer. Name 
Tag can be used to produce 
tags or labels. The program draws the 
perimeter of a label complete with a car 
logo. All users have to do is input the 
name, middle name and surname and 
the program will centre them on the 
label. The finished tag can then be 
copied on to a printer. 

Written for the 16K Spectrum by A 
A Paine of Brunham-on-Crouch, Essex. 


10 CLS 

20 PRINT AT 4,4;"*“ 

30 PRINT AT 4,26;“*" 

40 PRINT AT 17,4;"#" 

50 PRINT AT 17,26;"*" 

60 FOR n=>5 TO 25 
70 PRINT AT 3,n; "*" 

80 PRINT AT 18,n;"#" 

90 FOR m=5 TO 16 
100 PRINT AT m,3;"*" 

110 PRINT AT m,27; 

120 NEXT n: NEXT m 
130 INPUT "Type in your first c 
hri*tian name(19 letter* max) 
: ", a* 

140 INPUT "Type in your second 
Christian name(19 letter* max) 
: ",b* 

150 INPUT "Type in your surname 
(19 letters max):",c* 

160 LET x™(19- LEN a*)/2: LET y 


170 PRINT AT l2,6+x;a* 

180 PRINT AT 14,6+y;b* 

190 PRINT AT 16,6+z;c* 

200 PLOT 89,111: DRAW 66,0 
210 PLOT 67,103: DRAW 24,0,- PI 

220 PLOT 91,103: DRAW 2,-2: DRA 
W 58,0: DRAW 2,2 
230 PLOT 153,103: DRAW 24,0,- P 
I 

240 CIRCLE 79,103,6 
250 CIRCLE 79,103,9 
260 CIRCLE 165,103,6 
270 CIRCLE 165,103,9 
280 PLOT 177,103: DRAW 12,6: DR 
AW -14,0 

290 PLOT 173,113: DRAW 18,0: DR 
AW -2,-4 

300 PLOT 187,113: DRAW 4,6: DRA 


W -4,4: DRAW -10,2: DRAW -18,10: 

DRAW -20,1: DRAW -20,-1: DRAW - 
17,-10: DRAW -21,-2 
310 PLOT 78,122: DRAW -15,-3: D 
RAW -10,-4: DRAW 2,-4 
320 PLOT 53,111: DRAW 18,0 
330 PLOT 53,111: DRAW 0,-4: DRA 
W 16,0 

340 PLOT 53,107: DRAW 2,0: DRAW 
0,-2: DRAW 6,-2: DRAW 6,0 
350 PLOT 119,135: DRAW 3,-2: DR 
AW -19,-10: DRAW -2,2 
360 PLOT 124,132: DRAW 6,2: DRA 
W 10,0: DRAW -4,-15: DRAW -12,0: 
DRAW -20,2: DRAW 20,11 
370 PLOT 142,134: DRAW 16,-4 
380 PLOT 158,130: DRAW 0,-8,- P 
I 

390 PLOT 158,122: DRAW -20,-3: 
DRAW 4,14 
400 STOP 
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Little Brothers should 
be seen but not heard. 



A maxim which eloquently describes the 
Brother HR-S. 

Less than a foot across, it’s nonetheless loaded 
with features. 

But there’s one thing the HR-5 won’t give you. 

Earache. 

For the annoying ‘clickety clack’ many printers 
produce is mercifully absent from the HR-5. 

Quiedy efficient, it delivers high definition dot 
matrix text over 80 columns at 30 cp.s. 

The HR-5 also has something of an artistic bent 

Being capable of producing uni-directional 
graph and chart images together with bi-directional 
text 


most home computers and popular software. 

Perfectly portable, the battery or mains operated 
HR-5 weighs less than 4lbs, and has a starting price 
of only£179.95(inc.VAT). 

Which is really something to shout about 

PLEASE SEND ME MORE DETAILS OF THE REMARKABLE BROTHER 
HR-5 PRINTER, 


ADDRESS. 


It will also hone down characters into a 
condensed face, or extend them foradded emphasis. 

Incorporating either a Centronics parallel 
or RS-232C interrace, the HR-5 is compatible with 


bfOtherXV^ 


DEPT P, BROTHER OFFICE EQUIPMENT DIVISION. JONES + BROTHER, SHEPLEY STREET, GUIDE BRIDGE, AUDENSHAW, MANC1 ESTER M34 SJD 
TEL-061 330 6S3I (10 LINES) 061 3300111 (6 LINES)061 330 3036 (41JNES).TELEX: 669092.BROTHER INDUSTRIES UP, NAGOYA,JAPAN. 
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25 PRINT "A ";A*(C) 

2© GOTO CODE ' , F" 

27 LET M = INT (RND*CODE 

28 PRINT "£• ; M 

29 LET T=T+M 

30 GOTO CODE "■ ” 

4.0 PRINT ‘' A " ; A$ CO ; ” . I 


D RIFTING through space, you 
see an apparently deserted 
space station and decide to in¬ 
vestigate. The only way to escape from 
the space station is to find your ship in 
the shuttle bay. Features of the program 
are fighting, jumping gaps and collect¬ 
ing money. Make decisions by pressing 
I for first choice, or yes, and by press¬ 
ing 2 for second choice, or no. 

After entering the program listing, 
enter the following as direct commands: 


DIM A$ (3,6) 

LET A$(l) = “ROBOT” 
LET A$(2)=“ALIEN” 
LET A$(3)=“DALEK” 
LET J = 20 
LETS = 20 
LET T=0 


The game is then started by entering 
GOTO 1. To re-start the game, enter 
the last three commands again and start 
with GOTO 1. Some readers may find 
this information similar to that which 
accompanied the Mini Adventure game 
in the March issue. That was due to an 
error as a result of which the wrong 
listing was included. 

Mini Adventure II was written for 
the IK ZX-81 by Russell Wooberry of 
Farnham, Surrey. 


SINCLAIR PROGRAMS June 1984 



















A S PILOT of the Spectra you 
must make 10 successful land¬ 
ings on the landing strip. Your 
fuel, altitude and velocity are displayed 
and you must use the T key to fire your 
retro-thrusters. The better the landing, 
the more money you will be paid. 

Landing Strip was written for the 
16K Spectrum by Christopher Sully, of 
Newport, Gwent. 


LANDING 

Til 
lVmJI 


1 LET h*0: PAPER 0: BORDER 
1: INK 5; LET a*="??????????": C 
LS : GO SUB 1000 

2 LET i-0: LET s=0 

3 CLS « LET m= PI / PI 

4 LET n-1 

6 LET f-130 
8 LET a=20 
10 LET b=a 
15 LET c-30 
20 LET v=a 

25 PRINT AT 13,19; INK. 6} "SCO 
RE=";s; AT 16,17;“HI-SCORE=";h; 
AT 18,17;" BY ";a* 

30 GO TO f 
40 LET z=a 
50 LET t-m-m 

60 LET a= INT (a-v/c)*(a >= v/ 
c) 

70 PRINT AT b-z,n;" AT b 


100 IF INKEY* *"t" AND f >*= 10 
THEN LET t=10 

105 IF t = 10 THEN PRINT AT b-a 
+m,n+m; INK 6;“_D": BEEP .02,-10: 

BEEP .02,-20: BEEP .02,-30: BEE 
P .02,-15 
110 LET f-f-t 
I 120 LET v=v+5-t 

130 PRINT AT m,b;"FUEL ";f;" " 
; TAB b;"ALT ";a*c;" "; TAB b;"V 
EL ";v; " "; AT 21,0; INK 4; INVE 


RSE 1;" LANDING STRIP 

": PRINT AT 6,18;"SHIPS 
LEFT TO"; AT 8,22;"LAND"; AT 10, 
23;10-i 

140 IF a>m-nt THEN GO TO 40 

150 IF v>h THEN GO TO 200 

160 FLASH 1 

161 IF v-20 THEN PRINT AT m,m 
;"LANDED": LET s-s+100 

162 IF v-15 THEN PRINT AT m,m 
;"GOOD LANDING": LET s*s+200 

163 IF v-10 THEN PRINT AT m,m 
;“VERY GOOD LANDING": LET s«s+50 
0 

164 IF v< 10 THEN PRINT AT ro,m 
;"EXCELLENT LANDING": LET s-s+10 
00: IF v<5 THEN LET s=s+1000 

165 FLASH O 

170 LET i-i+1: FOR m-0 TO 500: 
NEXT <n: IF i-10 THEN PRINT AT 
10,23;"O": GO TO 300 

171 GO TO 3 

200 PRINT AT <n,m; FLASH 1;"CRA 
SHED": FOR x*7 TO O STEP -1: BEE 
P .005,-40: BEEP .005,-x: BEEP . 
005,-35: BEEP .08,-45: PRINT AT 

b-a,n; INK 2; FLASH 1; INVERSE 
1; "ABC" : BORDER x: NEXT x: BORDE 
R 1 

210 GO TO 170 

300 CLS : IF s>h THEN LET h=s: 

PRINT FLASH 1;"Y0U BEAT THE HI 
GHEST SCORE ' "WITH A SCORE 0 
F ";s: INPUT '•"ENTER your namet 


<10 letters)";a*: IF LEN a*>10 
THEN GO TO 300 

310 PRINT ''•"Do you want anoth 
er go <y/n>" 

320 IF INKEY* ="y" THEN LET i 
*0: LET h=s: GO TO 2 
325 IF INKEY* ="n" THEN STOP 

330 GO TO 320 

1000 FOR a-144 TO 147: FOR u-0 T 
0 7: READ i: POKE USR ( CHR* a) 
-*-u, i : NEXT u: NEXT a 
1010 DATA 0,31,127,225,240,127,1 
23,48,126,219,195,189,102,126,25 
5,90,0,248,254,135,15,254,222,12 

1020 DATA 36,126,126,60,24,0,0,0 

1025 INPUT “Instructions?";x*: I 
F x*="" THEN GO TO 1025 

1026 IF x*(1)="y" OR x*(l)-“Y" T 
HEN GO TO 2000 

1030 RETURN 

2000 PRINT AT 1,2;" Your task 
as pilot for the SPECTRA land 


SPECTRA land 
land 10 spac 
Your boss wi 
better land! 


2010 PRINT AT 10,7;"Use T to fi 
re your RETRO-THU 

STERS.": PRINT AT 15,5; INK 2; 
FLASH 1;"Press any key to begin" 
: PAUSE 0 
2020 RETURN 
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I N CHARGE of the finances of your the end of the season. Sufferin’ Soccer- 

football club, you are responsible cash was written for the 16K Spectrum 

for buying and selling players, pay- by Stephen Robertson of Tremorfa, 

ing bills, and settling all debts before Cardiff. 








PAPER 7= BORDER ?• CLS 
REM ** THE VALUES f* 

LET D=0 
LET WO=0 
LET E=0 
LET LU“0 

LET OINT <RND*20000+100U> 
LET L»R~0 

LET 14-1 NT <RND*5000+1000> 
LET L*0 

LET T-INT <RND*5000+1000:> 
LET M=INT <RND*50000+10000> 
LET O-INT <RND*3O0000+50U00 

REM ** THE RULES ** 

INK 4 

BEEP .1,3' BEEP .1,3 PRINT 
SUFFERIN' SOCCERCASH 


125 INK O 

130 BEEP .1,20= PRINT 

140 PRINT "1. YOU PLAY 21 GAMES 

PER SEASON" 

150 BEEP .1,20 PRINT 
160 PRINT "2. EVERY WIN - A BIG 
GER CROWD" 

170 BEEP .1,20 PRINT 
1B0 PRINT "3. IF YOU LOSE - SMA 
LLER CROWD" 

ISO BEEP .1,20 PRINT 

200 PRINT "4. COMPUTER RESULTS" 

210 BEEP .1,20 PRINT 

220 PRINT "5. YOU CONTROL PURSE 


STRINGS" 

230 BEEP .1,20 PRINT 
240 PRINT "6. YOU MUST CLEAR OV 
ERDRAFT" 

250 BEEP .1,20- PRINT 
260 PRINT "7. YOU MUST REPAY TH 
E BOARD" 

270 BEEP .1,20= PRINT 

200 PRINT "8. OWE NOTHING AT EN 


300 PRINT "3. TYPE AND ENTER YO 
UR TEAM NAME" 

310 INPUT "u.p to 10 c*P tetters 
"; a* 

322 LET A“INT RND*6+0 > 

324 LET H=INT <RND*6+0> 

325 FOR Y=1 TO 21 

360 IF A>H THEN LET LU=L0+1 

370 IF H>A THEN LET W0=W0+1 

380 IF A=H THEN LET DR-OR+l 

330 CLS - GO SUB 1000 

400 LET L-L+W+T 

410 GO SUB 2000 

420 LET F=1NT < RNDf30G0+l00O > 

430 IF H>A THEN LET C=-C+F 

440 IF A>H THEN LET C=C-F 

45G LET A=INT <RND*6+0> 

460 LET H=INT <;RNDt6+0> 

465 IF 0=8 THEN GO TO 403 
470 IF U*="n" THEN GO TU 403 
480 IF U*="*" THEN LET H-H-2 
485 IF E*e THEN GO TO 510 
490 IF 2*”"n" THEN GO TO 510 
500 IF 2*=*N" THEN LET H=H+2 


510 IF A<0 THEN LET A=0 
520 ir H<0 THEN LET H=0 
530 NEXT Y 

540 PAUSE 500 PAPER 0= BORDER 
0 INK 7= CLS 

550 BEEP .1,3* BEEP .1,3 BEEP 
.1,3 PRINT " ASSESSMENT OF 

SEASON! 

560 PRINT 

570 PRINT "REPORT= A* 

5B0 PRINT 

530 PRINT "WON ”;W0;" LOST ";L 
0;" DREW ";DR 
600 PRINT 

6i0 PRINT "SOLD ";D;" PLAYERS" 
615 PRINT 

620 PRINT "BOUGHT ";Ei" PLAYERS 
630 PRINT 

640 PRINT "OVERDRAFT *" ;0 
650 PRINT 

660 PRINT "BOARD LOANS ST;L 
670 PRINT 

680 PRINT "CLUB MUNEY £t";M 
690 PRINT 

700 PRINT " MANAGERIAL CONCLUSI 
ONS>* 

705 PRINT 

70S IF 0=0 AND L=G AND W0=2l TH 
EN PRINT "OUT OF THIS WORLD! AL 
L DEBTS PAID AND WON EVERY GA 
ME. CLUB OFFERS YOU NEW CONTRA 

CT AT DOUBLE WAGES!"' STOP 

710 IF 0>M THEN PRINT "BANK LI 
QUiDATED CLUB! MANAGER HELD RE 
SPOSIBLE" BEEP 2,33’ STOP 
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2116 PRINT 
■21 It) LET M-M+R 

2126 PRINT " CLUB'S MONEY> *'■"> 
M 

2130 PAUSE 400' IF 0>200000 THEN 
CO SUB 3000 

2l35 IF O<200000 THEN LET 

2140 IF C<5000 THEN 00 SUB 4000 
214b IF C >b0O0 THEN LET 2*="ri" 
2lb0 LET F-INT CRND*20+G> 

2ISO IF F«13 THEN 00 SUB 5O0O 
2170 IF F=2 THEN 00 SUB S0O& 
2175 IF F*16 THEN 00 SUB 7500 


720 IF L>M THEN PRINT "MflNfloER 
FAILED TO REPAY THE BOARD - 
MANAGER LETS SACK!"' BEEP 2,33' 
STOP 

730 IF 140>L0 THEN PRINT "NOT A 
BAD SEASON - MANAGER HAS OFFER 
OF NEW CONTRACT!" STOP 
740 IF LO>WO THEN PRINT "MANAG 
ER HANDLED FINANCES OK BUT A 
S A FOOTBALL COACH HE ISN'T 

UP TO MUCH - SACKED!" BEEP 2,3 
3 1 STOP 

7b0 IF DR>WU AND DR>LO THEN PR 
INT "TEAM RATHER GOOD AT DRAWING 
MATCHES. THUUGH NOT MUCH GO 
OD ATANY THING ELSE I MANAGER RET 
AINED"’ STOP 
993 REM ** THE MATCH ** 

1000 BEEP .1,3' BEEP .1,3' PAPER 
b' PRINT AT 0,O,,,, 

1010 PAPER 0' PRINT AT 2,0,,,, 
1020 PAPER 4 PRINT AT 9,0,,,, 
1025 LET R=C+C 
1030 FOR x-0 TO 3 
1035 IF C<0 THEN LET C*0 
103S IF R<0 THEN LET R*0 
1037 IF M<0 THEN LET M~0 
1040 PAPER 7' INK U' PRINT AT x+ 
4,0; "******** ************** *** 
*****" 

1050 NEXT x 

106O PRINT AT 11,0;" 


2180 IF F«19 THEN GO SUB 70OU 
2185 IF F-7 THEN GO SUB 6500 
2190 IF F=12 THEN GO SUB 8000 
2195 IF Y~U AND WO^0 THEN GU S 
UB 900O 

22O0 BEEP .1,20' INPUT "O'DRAFT 
REDUCTION? HOW MUCH?";V 
2203 IF v>0 THEN GU TO 2200 
2205 IF V>M THEN GU TO 2200 
220S LET 0*-U-V 

2207 LET M-M-V 

2208 IF M<0 THEN LET M-0 

2209 IF 0<0 THEN LET 0=U 

2210 PAPER 6 PRINT AT 9,1B;M;" 
"• PRINT AT 3,20;O;" 


2220 BEEP .1,20 
UCTION? AMMUUNT?' 

2225 IF 3>L THEN 
2230 IF S>M THEN 
2235 LET L=L-3 
2240 LET M”M-S 
2245 IF M<0 THEN 
2250 IF L<0 THEN 
2260 PAPER & PRINT AT 9,18;M; 

" PRINT AT 7,2l;L;" 


INPUT "LOAN RED 
;S 

GO TO 2220 
GO TO 2220 


LET M~0 
LET L~0 


2270 PAPER 7 PAUSE 300' CLS 
2280 RETURN 

3000 IF D=8 THEN LET U*-"n" RE 
TURN 

3003 IF Y>20 THEN RETURN 
300b PAPER 4 PRINT AT lb,0,,,,. 


106b PRINT AT 13,0;" 


1070 INK 2- PRINT AT 8,0;"ON " 
INK 0 PRINT AT 8,3;" TEXACO " 
INK 1* PRINT AT 8,11;" SINCLAIR 
USER " INK 3' PRINT AT 8,26;" C 
OCA " 

1120 INK 0 PRINT AT lb,1;"CROWD 
> ";C;AT 15,15;"MUNEY> ft";R;AT 1 
7,7;" MATCH NUMBER.' "; AT 17,23;Y 
;AT 12,3;A#;AT 12,28;A- PRINT AT 
12, 18 ,"UNITED"' PAUSE 100 BEEP 
.1,.1 PRINT AT 12,lb;H 
112b PRINT AT 13,1;" WON,' ";W0; 
AT 19,11;" LOST> ";LO;AT 19,22; 
" DRAW> ";DR 

1138 PAPER 7 PAUSE 400 CLS 
1150 RETURN 

2000 REM ** THE MONEY ** 

2010 PAPER 6- PRINT ,,,,,,,,,,,, 

2080 PRINT AT 1,1;" TINANC 

IAL REPORT 

2025 IF Y-21 THEN FLASH 1 PRiN 
T AT 1,1;“ FINAL FINANCIAL ADJU 
STMLNT " FLASH 0 
2030 PRINT 

2040 PRINT " BANK OVERDRAFT ® 
"; 0 

2O50 PRINT 

2060 PRINT " WAGES> ®";W 

2070 PRINT 

2080 PRINT AT 5,16;" RATES> 

T 

2890 PRINT 

2100 PRINT " LOAN FROM BOARD/- 


3010 PAUSE 50 

3020 BEEP .1,1.2 BEEP .1,1.2 B 
EEP .1,1.2' PRINT AT 16,1;"BANK 
ARE CUNCERNED BY HIGH LEVEL 

OF OVERDRAFT THEY URGE YOU T 

0 SELL A PLAYER" 

3030 LET F'-INT t RNDT2OU00+100 > 
3040 PAUSE 200 

3050 PRINT AT 16,1;"UNITED HAVE 
MADE AN OFFER OF MONEY 

GOES TO BANK 

3G52 INPUT "tv UR r»>";0Si 
3053 IF 0**"v" THEN LET D=D +1 
3055 IF U*-="n" THEN PAPER 7= PR 
INT AT 15,0;,,,,,,,,,, RETURN 
3060 IF D.*="v" THEN LET 0=0-F' 
PAPER 6 PRINT AT 3,20;U 
3070 PAPER 7' PRINT AT lb,0;,,,, 
RETURN 

4000 ir E=8 THEN LET RE 

TURN 

4003 IF Y>28 THEN RETURN 
4005 PAPER 5= PRINT AT 15,0;,,,, 

4010 BEEP .1,1.2 BEEP .1,1.2 B 
EEP .1,1.2 PRINT AT 16,1;"BOARD 
ARE WORRIED BY LACK OF SUPPO 
RT ON THE TERRACES, THEY WANT 
ACTION - SIGN NEW PLAYER!" 

4020 PAUSE 20O 

4025 LET F=1NT tRND*20000+100> 
4030 PRINT AT 16,1;"A PLAYER CUM 
ES ON THE MARKET FOR ft ;!“," - 
THE BOARD WILL PAY";,,, 


4048 INPUT "tv OR 
4045 IF 2*="v" THEN LET E-E+l 
4050 IF 2*~"n" THEN PAPER 7> PR 
INT AT 15,0;,,,,,,,,,,' RETURN 
4060 IF 2*-"v" THEN LET L-L+F' 
PAPER 6- PRINT AT 7,2l;L 
4070 PAPER 7' PRINT AT 15,U,, , , , 
,,,,,' RETURN 

5000 BEEP .1,2' PRINT AT 17,0; M 

WEATHER DAMACE-BILLS TO BOARD " 
5010 LET F^INT tRND*5000+10OO> 
5O20 PRINT 

5O30 PAPER 7 PRINT " 

*";F 

5O40 LET L=L+F * PAPER 6' PRINT A 
T 7,2l;L 

5050 PAUSE 300 PAPER 7' PRINT ft 

T 17,0,' RETURN 

6000 BEEP .1,2' PRINT AT 17,0;" 

FR FINE CLUB FUR MISCONDUCT " 
6010 LET F-1NT tRND*20U0+100> 
6026 PRINT " PAIL- BY THE 

BOARD 

6030 PAPER 7- PRINT " 

*";F 

6040 LET L»L+F PAPER 6 PRINT A 
T 7>2i;L 

6050 PAUSE 300' PAPER 7 PRINT A 
T 17,0,,,,,,,, RETURN 
6500 BEEP .1,2 PRINT AT 17,0;" 
RICH FINANCIER JOINS THE BOARD 
PAYS OFr ANY DEBTS TU THE BANK " 
6510 LET 0*0' PAPER 6' PRINT AT 
8 , 20 ; 0 ;" 

6520 PAUSE 300' PAPER 7 PRINT A 

T 17,0,,,,,,,,,, RETURN 

7000 BEEP .1,2 PRINT AT 17,0;" 

SAFETY UF GROUNDS ACT 
7010 PRINT " WORK MUST BE DUNE - 
BANK PAYS! " 

7020 LET F-INT tRND*50000+20O0> 
703O PAPER 7' PRINT " 

S."; F 

7y40 LET U=U+F PAPER 6' PRINT ft 
T 3,2U;U 

7650 PAUSE 300' PAPER 7' PRINT A 
T 17,0,' RETURN 

7500 BEEP 1,2= PRINT AT 17,0;" L 
ARGE TAX BILL ARRIVES - TU BE 

PAID FROM CLUB FUNDS 

7501 PAUSE 400 
7505 LET U=M 

7510 LET F-INT tRND*U+0> 

7515 PAPER 7 PRINT " 

2";F 

7520 LET M-M-F PAPER 6' PRINT A 
T 9,13;M;" 

7530 PAUSE 3O0' PftPEP 7 PRINT A 

T 17,0;,,,,,,,,= RETURN 

8O00 BEEP .1,2' PRINT AT 17,0;" 

DIRECTOR PULLS OUT UF CLUB_ " 

8010 PRINT " BOARD HAS TO PAY 
HIM OFF 

8020 LET F*INT tRND*10000+106> 
8030 PAPER 7' PRINT " 

4";F 

8040 LET L=L+F PAPER 6 PRINT A 
T 7,2i;L 

8050 PAUSE 300- PAPER 7- PRINT A 
T 17,0,,,,,,,, RETURN 
9000 BORDER 0' PAPER O' INK 7- C 
LS PRINT AT 10,0;" Stj.nd bv fo 
r important messa9e- " ' PAUSE 400 
9005 BORDER 0 PAPER 0 INK 7' C 
LS ■ PRINT AT 9,0;" WHAT A MANAG 
ER YOU ARE-HALF WAY THROUGH THE 
SEASON AND HAVE NOT WON ft GAME! 

SURRY THAT'S YOUR LOT! YO 

U'RE OUT MATE" FOR x~U TO btr B 
EEP .1,13' NEXT x 
9010 INK 6 PRINT RT 17,1;" Si 
9ned STEPHEN ROBERTSON 
9O20 INPUT "Another 9o? < v or n 
>",t* 

9030 IF tS»“"v" THEN GO TU 5 
9040 STOP 
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UNDERSTANDING 


U NDERSTANDING ANGLES 
is an educational program for 
children of junior school age. 
The program is split into four categor¬ 
ies and they include drawing angles, 
guessing the size of an angle and guess¬ 
ing compass points. If incorrect or inac¬ 
curate answers are given, the computer 
will tell you what the compass point is 
or draw a diagram if you give an incor¬ 
rect answer in the angles section. 

Rolling Stones was written for the 
16K ZX-81 by Ian Thom of Allestree, 


2 REM “ANGLES" 

5 RAND 
10 CLS 

15 PRINT "THIS IS A PROGRAM TO 
HELP YOU" 

20 PRINT "UNDERSTAND ANGLES" 

30 PRINT AT 16,5;"PLEASE CHOOS 
E THE GAME :" 

40 PRINT "GAME 1 IS DRAWING AN 
GLES" 

50 PRINT "GAME 2 IS GUESSING A 
NGLES" 

60 PRINT "GAME 3 IS COMPASS PO 
INTS" 

70 PRINT "GAME 4 IS HARDER COM 
PASS POINTS" 

75 PRINT " 5 WILL STOP THE 

PROGRAM" 

30 IF INKEY$="1" THEN GOTO 200 


5 WILL STOP THE 


90 IF INKEY %= 


THEN GOTO 4O0 


100 IF INKEY$="3" THEN GOTO 700 
110 IF INKEY $ ="4" THEN GOTO 120 

0 

115 IF INKEY$ = "5" THEN GOTO 400 

0 

120 GOTO 30 
200 REM GAME 1 
205 LET SC=0 
210 CLS 

220 PRINT AT 2,21:"GAME 1" 

230 IF 500 THEN 0OSUB 2100 
235 PRINT AT 5,17;"THERE ARE 36 
0";TAB 17;"DEGREES IN A";TAB 17; 
"COMPLETE CIRCLE”;TAB 17;"INPUT 
AN ANGLE";TAB 17;"AND I WILL DRA 
U";TAB 17;"IT FOR YOU" 

240 FOR M = 18 TO 20 

245 PRINT AT M, l;;; 

246 NEXT M 

250 INPUT A $ 

251 GOSUB 3100 

252 IF NO = 1 THEN GOTO 25© 

253 LET AD=UAL A$ 

255 FOR M=5 TO 10 

256 PRINT AT M,17:" 
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mH 



£57 NEXT M 

£60 PRINT AT 18,3.; AD;" DEGREES 
£70 GOSUB 2000 

£80 IF RD >0 RND AD <90 THEN PRIN 
RT 19,1;"THIS IS RN ROUTE RNGL 

£90 IF RD=90 THEN PRINT RT 19,1 
;"THIS IS R RIGHT RNGLE 
300 IF RD > 90 RND RD<180 THEN PR 
INT RT 19,1;"THIS IS RN OBTUSE R 
NGLE 

310 IF RD = 180 THEN PRINT RT 19, 
l;"THIS IS R STRAIGHT LINE 
320 IF AD>130 RND AD<36© THEN P 
RINT RT 19,1;"THIS IS R REFLEX R 
NGLE 

330 PRINT RT 20,2;"DO YOU WANT 
ANOTHER GO ? Y/N" 

335 LET SC=50+1 

34-0 IF INKEY$ = "Y" THEN GOTO 230 
350 IF INKEY$ = "N" THEN GOTO 10 
360 GOTO 34.0 
4.00 REM GAME 2 
405 CLS 

410 PRINT RT 2,21;"GAME 2" 

420 PRINT RT 5,17;"I AM GOING T 
0";TRB 17; "DRAU RN RNGLE";TAB 17 
;"RND I URNT YOU";TAB 17,"TO GUE 
SS HOW";TAB 17;"MANY DEGREES IT" 

;TAB 17;"IS." 

430 LET RD = INT iRND*360) 

440 GOSUB 2000 
442 FOR M =5 TO 10 
445 PRINT RT M,17; M 

447 NEXT M 

450 PRINT RT 5,19;"YOUR GUESS I 
S" 

460 INPUT R $ 

462 GOSUB 3100 

464 IF NO = 1 THEN GOTO 46© 

466 LET RG=UAL H$ 

470 PRINT RT 7, 19;AG:" DEGREES" 
480 LET RC =ABS CAG-AD) 

490 PRINT RT 10,19;"THE CORRECT 
";TAB 19;"RNSUER IS";TAB 23;RD 
500 IF RC < =10 THEN PRINT RT 15, 
12;"WELL DONE-UERY CLOSE" 

510 IF RC >10 RND AC<=20 THEN PR 
INT RT 15,17:"NOT fl BAD GUESS- 
52© IF RC <=20 THEN GOTO 630 
53© PRINT RT 17,0:"YOUR GUESS I 
S NOT CLOSE ENOUGH" 

54© PRINT "UATCH THE DIAGRAM RN 
D SEE WHERE" 

55© PRINT "YOU WENT WRONG" 

560 FOR I=© TO 16 
570 PLOT 1,26 
580 NEXT I 
590 FOR 1=11 TO 41 
600 PLOT 16,I 
610 NEXT I 

620 PRINT RT 0,8;"90":AT 8,©;"1 
80";RT 7,16;"0";AT 9,IS:"360";RT 
16,7;"270" 

630 PRINT RT 20,2;"DO YOU WANT 
ANOTHER GO ? Y/N" 

64© IF INKEY*="Y" THEN GOTO 4©5 
650 IF INKEY$ = "N" THEN GOTO 1© 
660 G OT0 640 

700 REM GAME 3-COMPASS POINTS 
705 RflND 
710 CLS 

720 PRINT RT 2,21;"GAME 3" 

730 PRINT RT 4,17;"HERE ARE THE 
" .; TAB 17; "MAIN POINTS OF"; TAB 17 
"THE COMPASS. "; TAB 17 ; " I WILL P 
OINT TO" 

735 PRINT RT 9,17;"A DIRECTION 
RND":TAB 17;"I WANT YOU TO";TAB 
17; "SAY WHAT":TRB 17; "BEARING IT 
IS" 

74© PRINT RT ©,3;"N";AT 8,0;"U" 
;AT 8,16;"E";AT 16,8; S" 

743 LET J=0 
746 GOSUB 750 

749 GOTO 710 

750 DIM D$ (16,8) 
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750 LET D$(1)= "E 000.O" 

770 LET 0$ (2) ="ENE022.5" 

780 LET D$ (3) = "NE 045.0" 

790 LET D$ (4) ="NNE067.5" 

800 LET 0$ (5)= "N 090.0" 

810 LET D$ (6) ="NNU112.5" 

820 LET D$ (7) = "NU) 135.0" 

830 LET D$(8)="UNW1S7.5" 

840 LET D$(9)="U 180.0" 

850 LET D$ (10) ="USU202.5" 

860 LET D$ (11) = "SU 225.0" 

870 LET D$ (12) ="SSW247.5" 

880 LET D$ (13) ="S 270.0" 

890 LET D$ (14) ="SSE292.5" 

900 LET D$ (15) ="SE 315.0" 

910 LET D$ (16) ="ESE337.5" 

920 LET N = INT (RND416+1) 

925 IF N+J >16 THEN LET J=J-16 
930 LET A-OhL D$ (N . 4 TO )*2*PI/ 
360 

940 FOR R = 1 TO 14 

950 PLOT R*005 A+16,R*SIN A+26 

960 NEXT R 

965 DIM A$(3) 

970 INPUT A$ 

972 IF A $ (1) = " H " THEN PRINT AT 
18,5;"THE CORRECT BEARING IS 

"; D*(N+J,1 TO 3) 



980 IF A$=D$(N+J,1 TO 3) THEN G 
OTO 1010 

990 PRINT AT 18,12: "NO-THAT "S N 
OT RIGHT TRY AGAIN OR PRESS ""H" 
" FOR, HELP" 

1000 GOTO 970 

1010 PRINT AT 18,7;"WELL DONE-TH 
E BEARING IS 

1020 PRINT AT 20,2; "DO YOU (JANT 
ANOTHER GO ? Y/N" 

1030 IF INKEY$="Y" THEN RETURN 
1040 IF INKEY$="N" THEN GOTO 10 
1050 GOTO 1030 

1200 REM GAME 4-HARDER BEARINGS 
1205 RAND 
1210 CLS 

1220 PRINT AT 2,21;"GAME 4" 

1230 PRINT AT 4,17'; "I WANT YOU T 
0" .; TAB 17; "SAY UHAt THE".TAB 17. 
"BEARING IS";TAB 17;"BUT THIS TI 
ME"; TAB 17.:" " ; TAB 17; "BE ChREF 

UL " .; T AB 17: "UHERE NORTH IS." 

1240 LET I=INT (RND+4+1) 

1250 IF 1=1 THEN LET J=0 

1260 IF 1=2 THEN LET J=4 

1270 IF 1=3 THEN LET J=S 

1280 IF 1=4 THEN LET J=12 

1290 IF 1=1 THEN PRINT AT 0,3;"N 

1300 IF 1=2 THEN PRINT AT 3,16;" 
N" 

1310 IF 1=3 THEN PRINT AT 16,8;" 
N" 

1320 IF 1=4 THEN PRINT AT 8,0;"N 

1330 GOSUB 750 
1340 GOTO 1210 
2000 LET A=AD*2*PI/360 
2010 FOR B = 16 TO 31 
2020 PLOT B,26 
2030 NEXT B 
2040 FOR R=1 TO 15 
2050 PLOT R*COS A+16,R*SIN A+26 
2060 NEXT R 
2070 RETURN 
2100 FOR R = 1 TO 15 
2110 UNPLOT R*COS A+16,R*SIN A+2 
6 

2120 NEXT R 
2130 RETURN 
3000 CLS 

300^^PRINT AT 6,5; "f"^ ■ | | 

30i!TTr?NT TAB 5; "| | IM | | 

302C^PRINT TAB 5; | *J I 1 | 

3030 PRINT TAB 5; "| III twl Im. 

304^PI?TnT AT 15,6; "COMPILED BY 
- I. THOM";TAB 14;" ";TAB 14;"19 
83" 

3050 FOR 1=1 TO 100 
3060 NEXT I 
3070 GOTO 2 
3100 PRINT AT 18,0," 


3105 FOR N=1 TO 3 

3110 IF CODE A $(N) < >0 AND CODE A 

$ (N) <28 OR CODE A$ (N) >37 THEN GO 

TO 3140 

3120 NEXT N 

3125 LET NO =0 

3130 RETURN 

3140 PRINT AT 18,4;"PLEASE TYPE 
NUMBERS ONLY BETUEEN 1 

AND 999" 

3145 LET NOsi 
3150 RETURN 
4000 CLS 

4005 PRINT AT 15,5;"TO RESTART p 
RESS ""RUN. 

4010 PRINT AT 10,11;"END OF GAME 


4020 STOP 

5000 5RUE "ANGLES" 
5010 GOTO 3000 










At last... A joystick that works! 

Cambridge Computing bring you the first programmable joystick- 
at a price you can afford. £ 3 4 9 0 

a m M Q JOYSTICK. INTERFACE 

Interface I j a ^ e 


• Ik on board memory 

• Own rear edge connector — (or printers etc 

• Compatible with all standard 
joysticks 


Easy to program 


Joystick 


Sell centring 


• Keeps a record of all your gan.es — so you 
only need to tell it about each game once* 


• ? independent (.re buttons NOW MICRODRIVE COMPATABLE 


Telephone us now for your nearest stockist! 



CAMBRIDGE COMPUTING 

Dillon Walk, Cambridge CB5 8QZ Telephone 0223-214451 


r ,, l»*‘*s* n <t _, For Spectrum SP6 1 

| Joyitick, Interlace & Tape a. £34.90_I I enclose cheque/poit.l order tor l'. | 

| Interim and Tape <t £27.90 .)_made pay»bl» to 

| Joystick only at £7.90 L J Cambridge Computing Limited 

■ Name.. . Address.. | 

I_— _ ——_I 



BACKPACKS 



Si* versons ol this indispensable unit complete your 


computer All have SAVE/LOAD and ON/OFF switching 
and a housing lor the transformer Compatible with 
interface one. Ideal lor use witn cased keyboards 
Rel 8Pi - Fully vanable sound amp - 3 * 13 amp sockets 


switch and neon indicator - cable and plug £27 50 
Rel BP2 as BPt but no sockets cable and plugs Has 
room to li* your own Duraplug sockets £1950 

Rel BP3 as BPl but no sound £2150 

Ref BP4 as BPl but no sound or sockets £13.05 

Rel BP5 - ZX8t version ec sockets, mams switch 
neon cable and plug £20 85 

Rel 8P6 as BP5 but nocablo or sockets C12 85 


MICROSTATION 

17 square tray for above plus computer artd tape 
Rel MS £7 50 


WOBBLE STOPPER 



1 Access 
Barclaycard No 


CREDIT CARD 
HOTLINE TEL: | 
(0709)63242 
8am-10pm 


KELWOOD COMPUTING Downs Row, Moorgate, Rotherham 


QUANTITY 

REF 

AMOUNT 

Items under CIO plus 60p P&P TOTAL 

Items over CIO plus 95pP&P ENCLOSEO 



SINCLAIR PROGRAMS July 1984 





















































FOR SPECTRUM 48K 



CONQUEST 


CONQUEST A tactical game which even veteran 
players will find both challenging and rewarding. 

Mediterranean Europe is divided into grid squares. Your 
aim. as Emperor, is to gain 100 squares of territory as quickly as 
possible - at the same time dealing with Barbarian counter¬ 
attacks. plagues, civil war and rival Emperors. 

5 levels of skill, plus a continuous ’Conquest' game where 
all the difficulty levels are thrown in together. 


3D BAT ATTACK An all action. 3 dimensional 
maze game where you gather up blocks of gold, at the same 
time pitting your wits against vicious vampire bats whose 
only purpose in life is to locate, hunt and kill you. 

4 levels of skill. At each level the game gets faster and 
more complicated, and the vampires more dangerous. 



AFTERTHESE, 

THE REST IS KIDS STUFF. 



Are you ready for CheetahSoft? 

There’s only one way to find out. 

But be warned: these vampire bats know 
a good meal when they see one. And our 
friend with the XT* . c , 
scythe has had years y hSOfOnbOn 
of experience... 


So don’t play unless you’re ready 
to play the game for real. Because you’ll 
find there’s one sure thing about 
CheetahSoft: Soft we’re not. 

good stores. 
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